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TIME IS RUNNING OUT 
CAN YOU SAVE THE WORLD? 


МАМАМ, Your PSP™ handheld entertainment system is the bomb! Diffuse bombs by 
155 solving puzzles and save the world from terrorist threats. 


МУ Enjoy head-to-head multiplayer for up to 4 players via the PSP's 
% wireless connectivity. Find out who the real bomb expert is! 
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rademarks of Core Design Limited. PSP is 


nd the Eidos logo аге trademarks of the Eidos Group of Companies. Core Design and th 
he ratings icon is a registered trademark of 


Smart Bomb © Eidos, 2005. Published by Eidos, 2005. Developed by Core Desig 
ademarks and PSP is a trademark of SCEI. Memory Stick Duo(TM) may be required (sold 


a trademark of Sony Computer Entertainment Inc. "PlayStation" and the "PS" Family 
the Entertainment Software Association. All Rights Reserved. 


KANNAN Not just another puzzle game! Smart Bomb is a 3-D puzzle game that AA ሥራን 
ከ features over 150 different puzzles to test your control and mental skills. d 


Social gaming with numerous Multi-Player modes including Story Mode, 
Arcade Mode, Challenge Mode апа Special Моде! 


| ы The World is under threat from a crazed bomber ” 
| who has set up an intricate network of bombs 

| across the Globe. As part of a specialized Bomb. 
| Disposal Unit, it is up to you to diffuse the threat. 

| GSAS TIME IS RUNNING OUT. VNNNN 
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The handheld war continues as Sony's amazing ፅ i CAF ^C 


PSP enters the ring to challenge Nintendo's 
stronghold. Will the game be over for Nintendo? 


6 PSP Launch Games 

The PSP launch will feature a boatload of games 
to choose from. Since you probably can't buy 
them all at once, we give you hands-on 
impressions of over 20 titles to help you decide 
which ones to nab right away. 


3'50'540 
TOTAL TIME 
8'57'222 





38 Mondo Gizmondo 

Tiger Electronics goes up against the behemoths 
of the biz with Gizmondo, its first attempt at 
seizing the handheld gaming crown. 


5 Wireless Gaming Guide 
Cingular, Sprint, Tapwave: We sifted through and 
found some notable wireless games you should 
check out. Note: None of these games are Texas 
Hold 'Em, by the way. 
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56 Animal Crossing 

57 Mario Kart 

58 Castlevania 

65 Donkey Kong: King of Swing 
66 Pokémon Emerald 








4PocketGames 






























































WHAT’S UP 
WITH 1ሀኮ 


We like games so much that we 

3 spend all day playing them just 
| so we can write stories about 
them. That way, you can learn 
everything we've learned (but 
without all the hard work). Come 
see the results of all that hard 
work at www.1UP.com. 


http://gba.1UP.com/ 


~“. Here’s the main spot for all your 
GBA news, previews, reviews and 
strategies. Or you can hop on the 
message boards to talk about all 
the latest GBA and PSP games and 
even make new friends in the 
many handheld-related clubs! 


WarioWare Weirdos 
This club is for all the WarioWare 
fans to get their 
freak on! Here 
you'll find a club 
gallery where 
members post 
crazy pictures 
from gameplay in 
WarioWare, as well as a forum to 
talk strategy and hints for all the 








Final Fantasy |: Dawn of Souls 
This mammoth game is a rerelease of the classic Nintendo 
Entertainment System game from 1990. While it’s much 
easier now than it was originally, the ability to challenge 
the game with differing teams gives it nearly infinite 
replayability. Square has also added four new dungeons to 
explore. We cover it all in our full-blown strategy guide. 








WarioWare games. 
The TX MS of Zelda: The http://wariowareweirdos- 
Minish ap club.1UP.com 


The Legend of Zelda: The Minish Cap continues the series’ 
tradition of rewarding players who explore Hyrule with 
Pieces of Heart so that they have a better chance of 
making it through a dungeon or a boss fight alive. Players 
who go the extra mile in The Minish Cap will also be 
rewarded with a completely new Heart (instead of merely 
a Piece of Heart), but only at the very end of the game. 
And you'll need our guide to help get you there. 


Final Fantasy 
Complete ide 

о Magic 
In case you need more help with 
the massive Final Fantasy game for 
GBA than our strategy guide here 
in Pocket Games can give you, 
check out 1UP’s complete listing 
of all the spells and their powers. 
All your magic needs will be met. 
http://finalfantasyguide. 


























1UP.com 
62 WarioWare Touched! Tournament DS vs. PSP 
Asphalt: Urban GT 73 The Legend of Zelda: The hot debate of which handheld 
Tiger Woods PGA Tour 2005 The Minish Cap system will rule them all is 
Zoo Keeper 74 Racing Gears Advance discussed here. Fans of both 
Ace Combat Advance › Hamtaro: Rainbow Rescue systems unite to talk specs, game 
FIFA Soccer 2005 ; Banjo Pilot lineups, and even battery life. Sure 
9 Final Fantasy | 8 |: ; ice Nine to be the busiest club for 
Dawn of Souls Pathway to Glory handheld fans. 
71 Kingdom Hearts: Pocket Kingdom http://dsvspsp-club.1UP.com 

















Chain of Memories 31 Snakes 


72 Klonoa 2: Dream Champ 
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WELCOME 
ABOARD 


WAR IS 
DECLARED 


Rumor has it that when Apple launched 
its iPod—effectively creating the 
Walkman for the 21st century—Sony’s top 
brass went ballistic. It should have been a 
Sony product, was the general wisdom. 
The electronics king had been caught 
napping while a seismic shift in consumer 
habits had taken place. In that context, 
the launch of the PlayStation Portable— 
the PSP—could be the event that makes 
amends. It’s a device that simultaneously 
takes on two competitors at once: Apple 
for music and media, and Nintendo for 
gaming. In fact, it’s a scorching attack on 
all media devices. The PSP is a handheld 
gaming system, a handheld movie player, 
an МРЗ player, and soon, a Web browser, 
too. Add to that its just-fell-out-of-the- 
future looks and widespread third-party 
development support, and it’s already the 
must-have gadget of 2005 and beyond. 
Which is why we've devoted over 20 
pages to Sony's new system, and why it 
really could be game over for Game Boy. 
But maybe not quite yet. As you'll see 
from the rest of our coverage this issue, 
Nintendo's pocket-sized player is still well 
supported, and the company's innovative 
DS system is ramping up nicely. Wario, 
Mario, Donkey Kong, and Link all make 
appearances with new titles, and we have 
a giant, in-depth Final Fantasy I strategy 
guide to help when things get a bit tricky. 
And Nintendo has little to fear in the 
short term from the likes of the N-Gage or 
Tiger's new offering, the Gizmondo. Both 
are loaded with features (Gizmondo in 
particular) but will need more than cool 
tech and expensive marketing to muscle 
іп on the handheld market they so covet. 
If anything, the PSP is the worst news 
either company could have had this year. 
While Nintendo can carve out its niche as 
the kids’ favorite and the PSP can go after 
a more upscale market, Nokia and Tiger 
could struggle to find an audience. 
The handheld console wars are upon us. 
—Simon Cox 
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It's “dead boy walking" as you 
join the grim reaper's son and. 
his bizarre band of friends on 
a mission against the ultimate 

evil. Our hero may be three - 
feet tall, but he's pulling out 
the big guns—and, of course, 
his trusty scythe—for each | 
and every action-packed level. | 
| Help DJ save his bony behind 
y „ from dad's eternal fury (and, 
oh yeah, save the world, too). _ 
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It's an all-new "Gear" for your all-new gear. 
One of gaming's greatest heroes, Solid Snake, 
returns in a tactical adventure designed from — ДР" 
ከፀ ground up to take full advantage of the 
PSP system’s capabilities. With over 200 
str: moves, two playable characters 
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www.konami.com/gs 
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he revolution will not be televised. On 

March 24, the foundation of handheld 

gaming was forever changed with the 

arrival of the PSP—not only Sony's first 
piece of portable gaming hardware, but also the 
first serious assault on Nintendo’s dominance. It 
was be a three-pronged attack, with games 
leading the charge. 

If it seems like a bold move by Sony, it is. In 
fact, everything about the PSP is bold. Never 
before have we seen so much high-tech gaming 
hardware crammed into such a tiny space—hard- 
ware that allows for almost PlayStation 2-quality 
games. Never before have we had such an enor- 
mous and crystal-clear screen that complements 
the aforementioned hardware so well. Its Wi-Fi 
capabilities replace the need for umbilical 
multiplayer gaming and could potentially open a 
door to handheld gaming experiences that simply 
were not possible on a large scale with previous 
iterations of handheld hardware. 

Obviously, the PSP isn’t all about gaming. 
While its music- and movie-playing capabilities 
seem like no real threat to the iPod or other spe- 
cialty devices at the moment, just imagine how 
many people will bring their PSPs on a trip in lieu 
of other hardware because it can do all of these 
things. Want to watch Spider-Man 2, listen to а 
new album, or do some reading (yes, even read- 
ing)? Bring your PSP. 
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t’s not easy to launch a new piece of hard- 
ware, let alone one that promises to change 
the face of handheld gaming. Kaz Hirai, presi- 
dent and COO of Sony Computer Entertain- 
ment America, is leading the charge and hopes 
that the PSP will change not only the way we 
play games on the go, but also the way we think 
about portable entertainment. 


Pocket Games When did Sony, as a company, 
say this is a market to get into—this is some- 
thing significant. 

Kaz Hirai Let me take one step back from there. 
We looked at what we've accomplished since the 
launch of the original PlayStation and the PlayStation 
2, and we've obviously built a huge bond with con- 
sumers over the past 10 years. We felt that the tim- 
ing was right, from both the relationship we have 
with the consumers and also from a technological 
standpoint, to bring [out] a handheld device that 
would revolutionize the way people enjoy entertain- 
ment on the go just as much as we revolutionized a 
lot of things when the original PlayStation came out 
in 1994 in Japan. Talks started, and Kutaragi-san 
started thinking about this before the E3 of 2003 
when he was up onstage talking about his vision for 
the PSP. It's been about a year and a half or two 
years in the making, but again, the timing was right 
based on our relationship with consumers and [from] 
` a technological standpoint. 

What we didn’t want to do was try to muscle into 
the handheld gaming market. That's a market that's 
already been established, and we've never been 
about muscling into new markets. We want to create 
a new market for the consumer and for the industry 
as a whole. 


PG You mentioned the "handheld gaming 
ghetto" at CES. We won't make the direct con- 
nection, but how do you view the Nintendo mar- 
ket and how much of a factor is it? 

KH It's no secret that the handheld gaming market 
has been around for a really long time, and Nin- 
tendo's had a lot of devices that cater to that partic- 
ular market—specifically the games market. They've 
had add-ons in the past that you can connect to 
your Game Boy Color or Game Boy Advance, such as 
cameras and printers, but at the core, theyre still just 
handheld gaming devices. What we wanted to cre- 
ate was a device that would certainly play games— 
that’s our core focus—but we're not satisfied with 
just that. We want to create a completely different 
market or expand the portable entertainment mar- 
ket by using games as a catalyst. That’s why we 
wanted to make sure the screen had a high resolu- 
tion that would make it a compelling entertainment 
option. It will make you want to watch a movie on it 
or do a slide show of your photos. It’s a compelling 
music-playing device as well. We're making sure the 
PSP isn’t stuck being a competitor to Nintendo or 
anybody else. 
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THE PLAN 


»»Making the PSP a reality 


PG So keeping all of that in mind, who do you 
see as the typical PSP consumer? 

KH Just as we had a wide demographic for the 
PlayStation and PS2, the PSP is going to appeal to a 
wide demographic across a variety of different ages 
and [attract] a high female-and-male ratio as well. If 
you look at the form-factor, | have no problem taking 
out my PSP if I'm flying to San Francisco, New York, or 
Tokyo and want to watch a movie. There are some 
devices out there that I'd be a little embarrassed to 
pull out, especially now that | have so much gray hair. 
We designed the PSP so that it would be a fashion 
statement. We want to appeal to a wide demo- 
graphic and not just the teenager demographic. 


PG Was the iPod a factor in any of this? 

KH In an indirect way. The iPod is a handheld enter- 
tainment device. The DS is a handheld entertainment 
device. There are a lot of different MP3 players out 
there and portable DVD players out there as well. So 
from that perspective, anything that gives users the 
option of being entertained on the go falls in that 
category, so books and laptops are also in that cate- 
gory. If you're asking me what is a direct competitor 
to the PSP. it's everything that can entertain when 
you're on the go. 


PG What about the price? How much discussion 
went into hitting the right price point? 

KH | looked at the North American market and 
wanted to bring what | thought was the most com- 
репе value proposition to the North American con- 
sumers. | came to the conclusion that since it's a 
handheld device, you probably want a case to carry it 
around in, you probably want a memory stick to save 
your game data, and youre most likely going to buy 
accessories anyway. So for the North American mar- 
ket, | wanted it to be a one-stop solution right out of 
the box. You get everything you need, plus a demo 
disc and a movie—one of the most popular movies 
of 2004—right out of the box. We wanted to make 
it compelling, and | think the $249 price tag does 
just that. 


PG The general sentiment is that the PSP is a 
stopgap to the transition from the PS2 to the 
PS3, but it seems like you're going for a totally 
different audience here. 

КН | don't know that it's a different audience, but | 
think it’s opening a market that overlaps different 
audiences that enjoyed the PlayStation and PlaySta- 
tion 2, and we want to expand on that. When we 
embark on a platform launch that involves not only 
SCEA but also Sony corporately and all of the pub- 
lishing and developing community, we don't do it as a 
stopgap to anything. This is a serious endeavor with 
a serious vision of wanting to expand entertainment 
in the portable space. 


PG What’s been the reaction from movie and 


music studios? 

KH They've been very enthusiastic and positive. We 
want a lot of the studios to bring out their hit titles 
on UMD for retail release. Look for releases coming 
from us or other motion picture studios, or perhaps 
even jointly. We want to get all of our ducks in a row 
before we start announcing retail merchandising and 
all those kind of things. 


PG Is there a role for Sony Connect? 

KH | think there is a role in as far as it’s Sony's down- 
load service. They have a proprietary encoder called 
ATRAC, which the PSP supports, so consumers will be 
able to use the Sonic Stage software to download 
the files right onto their PSP. The software supports 
MP3 as well. Obviously, | would like to make sure that 
if consumers are looking for a music download serv- 
ice that they view Sony Connect as one of their pri- 
mary options. 


PG Are there plans to expand the PSP's features 
to include e-mail, Web browsing, and other 
options that are normally found in PDAs? 

KH | got this question a lot with the PS2 as well. At 
the end of the day, it's really up to the software cre- 
ators. If they think that Web browsing is something 
that's going to be compelling as part of a game or 
what have you, then I'm sure someone will bring it 
out. Im not exactly sure that you'd want to browse 
the Web or do anything that you could do with a lap- 
top, and maybe Im wrong. But the possibilities are 
pretty much endless. If you need a soft keyboard or a 
keyboard that plugs into the USB, then you can do 
that as well. 


PG Is there any concern that the PSP could 
potentially cannibalize support for the PS2 and 
the PS3 since development budgets are getting 
to be so high and it's cheaper to develop for 

the PSP? 

KH ከጠ not exactly sure about next-generation home 
consoles. Certainly, each of the publishing companies 
has different strategies for how they want to maxi- 
mize their bottom line. What | can say is that what 
were trying to do is provide the largest installed base 
of any platform so we can give publishers the option 
to focus their product strategies more on the PSP 
than on the PS2 or vice versa. So far, in my conversa- 
tions with the publishing community and looking at 
the support we have for the PSP, there's a testament 
to the enthusiasm for the platform, but it doesnt 
mean theyre going to scale back PS2 development. 

| think we're growing the development base as 
opposed to dealing with something where if you do 
two for PSP, youre taking away one from PS2. | don't 
see that happening. 


PG So, in theory, the PSP could be a primary 
Sony platform? 

KH It will become a primary Sony platform for 
portable entertainment. We obviously have a 10-year 
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heritage now in home consoles as well, so | don't see 
the PSP becoming primary and | don't see the PS2 
being primary. Now we have two platforms, one for 
the home and the other portable, so | think they'll be 
complementary. 


PG Is the PSP on a separate track from the 
PS2? Meaning, will we see a PSP 2 alongside 
new versions of home hardware? 

KH It’s on a separate track in that what we want to 
accomplish is somewhat different for inside the home 
as compared to what we want to do outside the 
home. Theyre both in the same vision of [us] wanting 
to provide compelling entertainment platforms to 
consumers with games at the core. So you'll see 
something like SOCOM for PS2 and SOCOM for PSP— 
the games would be complementary to each other, 
so you clear a level on the PSP bring it back, and hook 
it up to your PS2. If you're talking about the evolution 
of the hardware, we haven't even launched in North 
America, so it would be kind of hard to talk about PSP 
2. But again, we're trying to establish the de facto - 
handheld format in the UMD, so there are certainly 
different possibilities. It will start out with the PSP, but 
who knows what the format will evolve into. 






















PG Will the rental business have any impact o 
the PSP? 

KH | think that just as much as the PlayStation 2, . - 
with its DVD functionality, increased the install base 
of DVD players and DVD playback in America and » :: 
especially in Japan, the rental chains will see that | 





[UMD] install base has ramped up quickly. And so 
long as the rights holders see that as an opportunity 
for additional revenue, | don't see why UMD discs fea- 
turing motion pictures wouldn't be placed at Block- 
buster or other rental chains. If the business is there, 
Im sure people will get into it. 


PG What would surprise you six months from 
now in terms of consumer reaction?. 

KH Right now, Im focused on'trying to get it out in ` 
North America, and 
has in Japan, it will 
core gaming audiénc 
support from thé й 
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LAUNCH 


PSP | ECH SPECS 


>>Everything you need to know about Sony's new handheld 

















Control >> 


irectional buttons (Up, Down, Right, Left) 
nalog pad 

nter keys (Triangle, Circle, Cross, Square) 
L, R keys (shoulder buttons) 

Start, Select, Home 

Power on/hold/off switch 

Brightness control, sound mode, volume 
Wireless LAN on/off switch 

UMD eject 


m ሙ CJ 








Dimensions: Approximately 170mm (L) x 74mm 
(W) x 23mm (D) 
Weight: Approximately 260g (including battery) 
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UMD drive (playback only) 
Region code 
Parental control 
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PSP CPU (system clock frequency 1~333MHz) IEEE 802.11b (Wi- F) 

32MB main memory USB 2.0 (target) 

4MB embedded DRAM Memory Stick PRO Duo 

IrDA 

IR remote (SIRCS) 

SV DC out 

Terminals for charging built-in battery 
Headphone/microphone/control connector 









een: 4.34 inch, 16:9 widescreen TFT LCD 
480x272 pixel (16.77 million colors) 

Мах. 200 cd/m2 (with brightness control) 
It-in stereo speakers 

lt-in lithium-ion battery 

adapter 

8-bit AES encryption 
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PSP game 
UMD audio 
UMD video 








ividual ID for each PSP hardware unit 
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PSP MEDIA GUIDE 


>>It’s more than just a games machine 


he "Walkman of the Future" described 

by Sony Computer Entertainment 

President Ken Kutaragi is here today. 

In addition to playing games, the PSP 
is capable of various multimedia functions. If 
you know what you're doing, it's possible to 
combine the image browsing of a digital cam- 
era, the music playback of an iPod, and the 
movie playback of a portable DVD player. And 
Sony's charging how much for all this? 


All you need is: 
PSP unit 
Memory Stick Duo or Memory Stick PRO Duo (all non- 
Duo memory sticks are incompatible with the PSP) 
USB-A to Mini-B cable 

Media files you want to put on your PSP 

Anda little patience 
















Once you have all your equipment, the first step 
to portable multimedia enlightenment is formatting 
your memory stick with your PSP. This establishes 
the directory system you're going to need to organ- 
ize your media files. The next step is connecting 
your PSP to your computer. This is done via a USB-A 
to Mini-B cable, the type that is commonly packed in 
with digital cameras and other portable devices. 
They can also be found in most major electronics 
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stores for approximately $15-$20. 

When you connect the cable, your operating sys- 
tem (be it Windows or Mac OS X) will recognize the 
PSP-formatted memory stick as a drive, and from 
there, you'll be able to drag and drop files where 
they need to go. What follows is a quick guide for 
each type of media format the PSP supports and 
some handy software applications that make the 
process easier. 


SAVE DATA 

Fairly self-explanatory, this folder is where your PSP 
save files are stored. Since these files can be read 
by any computer, it's possible to transfer them over 
a network (say, for instance, the Internet!) and share 
them with friends. Downloading a complete save file 
for Gran Turismo 4 might be considered cheating by 
some, but at least you'll save 300 hours of your life. 





IMAG 
Making your favorite photos PSP-readable is easy, as 
ong as you have the right software. PSPhoto for 
Windows and the versatile iPSP for Mac OS X provide 
drag-and-drop solutions. Just put your finished pho- 
tos into the correct directory and browse away. 














The PSP supports MP3 and Sony's proprietary 
ATRAC audio formats, as well as playlists saved in 
the M3U format, though it's probably safe to 
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assume that the majority of you will use MP3. Just 
like images, all you need to do is place your audio 
files in the proper folder, and they'll be recognized by 
the PSP. Rock on. 
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THE “WALKMAN OF THE FUTURE” IS 
HERE TODAY: IN ADDITION TO PLAYING 
GAMES, THE PSP IS CAPABLE OF 
VARIOUS MULTIMEDIA FUNCTIONS. 








Ine. Pirate Balle is a trademark of Orbital 


Media, Inc. All Rights Reserved, Licensed by Nintendo. TMIR} 
Visit www.esrb.org or | and Game Boy Advance are trademarks of Nintendo. ©2001 
call 1-800-771-3772 Nintendo. The ratings icon is a registered trademark of the 


8 У interactive Digital Software Association. 
for Rating Information. ? 


5ፎ5ል5 Www.orbitalmedia.com/piratebattle 





PSP 
LAUNCH 


gio 213. 1574 
olg gun BAL хма 































































































MOVIES 

Now we get to the tricky part. Hesitant to allow 
any potential competition to its UMD format, Sony 
has made the PSP's movie playback function 
harder to use. Don't fret, it's still possible to put 
your own movies on that beautiful screen, but it's 
going to take a bit of good old-fashioned hackery. 
When the PSP formats the memory stick, you 
might notice that it doesn't create a directory for 
movies. Fine then, we'll just make our own. In your 
operating system, create a new directory on the 
memory stick named "mp. root" and then within 
that directory, create another directory named 


“100тпу01”. This folder is where your movie files 
will be kept. 

The PSP only recognizes one movie format: 
MPEG-4 (aka MP4). This means that anything you 
want to watch on the PSP will have to be con- 
verted to MP4. How is this done? Well, it can get 
a little complicated. A few programs can help, 
depending on your level of computer and A/V 
expertise. 

Before you convert to MP4, you'll want to give 
your movie file the name that'll show up in the 
PSP's interface. You do this now because after it's 


encoded, you must rename the finished MP4 
before the PSP will recognize it. The naming con- 
vention is “m4vXXXXX.mp4", where the Xs are any 
numbers of your choosing. Take the finished and 
renamed томе file, drop it into the *100mnvO1" 
directory, and you're ready for video on the go. 
(A caveat: The PSP's native screen resolution is 
480x272, and as of this writing, the known MP4 
converters only output at 320x240. In order to 
get your video to look “normal,” you'll have to 
adjust the viewing mode on the PSP with the 
Triangle button.) 
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Windows 

Windows users are going to need the latest version 
of QuickTime, along with a program called 3GP Con- 
verter, found at | 
http://www.nurs.or,jp/~calcium/3gpp/ (don't | 
worry, there's English support). 3GP Converter will 
take pretty much any video you throw at it and turn 
it into a PSP-friendly MP4 file. Now you have a deci- 
sion to make. You need to select an encoding set- 
ting that strikes a good balance between image 
and sound quality and file size (the better the qual- 
ity, the bigger the MP4 file is going to be). It’s up to 
you to experiment with what settings work best 
based on your personal viewing preferences and 
the size of your memory stick. 


Mac OS 

Mac OS X users have it a little easier. You can either 
use QuickTime Pro (http://quicktime.apple.com) 

to encode MP4 files, an encoder program called 
ffmpegX 
(http://homepage.mac.com/major4/index.html), or 
the aforementioned iPSP (http://kaisakura.com/). 
The latter two programs have settings specifically 
tailored for converting PSP videos and are relatively 
easy to use. 
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»»Sizing up the new handheld war 





espite the arguments from Sony and 
'Nintendo that their respective porta- 
bles aren't directly competing with 
each other, and despite the evidence 
that both machines are clearly attempting to 
do different things, the PSP and DS are both 
portable gaming machines. As such, they do 
compete for the same retail shelf space and 
consumer dollars. The difference between the 
two can be broken down into the three Ps: 


POWER 
The PSP has the clear advantage in terms of raw 
power; just compare Ridge Racer 
PSP to Ridge Racer DS for the 
proof. PSP also has a leg up on 
functionality, offering image, 
music, and movie playback on 

its excellent 16:9 widescreen. 
The drawback to this, of 

course, is a much lower battery 
life than the DS—a critical 
aspect of portable electronics, 
since a power outlet isn't 
always available to juice up. 
Graphically, the DS is no 
slouch, but everything we've 
seen so far reminds us decid- 
edly of the PS1/N64 era, 
which some would argue 
hasn't aged very well. 


PURPOSE 
Nintendo wants to spark inno- 
vation in game design; Sony 
wants to use portable PS2- 
level gaming as a Trojan 
horse into the PDA/iPod 
market. Nintendo's target 
audience has always 
been skewed young, 
while Sony wants the 
PSP to capitalize on the 
older demographic it 
dominated with the 
PlayStation and PS2. As 
always, each side will 
have its fanboys and 
girls—but what'll woo 
the overlapping 

gamers is, obviously, 
the games. And we 

can look at this gener- 
ation’s console battle 
for possible clues: 
People still love Nin- 
tendo games, but not 
as much as they love 
Grand Theft Auto. 
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POTENTIAL 

Because of the USB connectivity, it’s already 
known that the PSP will be compatible with the 
millions of PS2’s out there and, it’s reasonable to 
assume, the PS3 as well. Sony seems to have 
designed the PSP to be relatively future-proof: 
The graphical power should prove acceptable for 
at least five years, and with expected improve- 
ments in battery life, memory stick capacity, and 
UMD support, the PSP is certainly viable as a 
long-term multimedia device. 

Just don’t expect anything particularly innova- 
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VS IHE DS 


tive in terms of game design; the DS's dual 
screens and touch sensitivity provide a better 
canvas for designers to create new ways to play. 
The only question is: Will they? Because it is rela- 
tively underpowered and less functional than the 
PSP, the DS really needs to have some killer soft- 
ware to grab attention—sticking a useless map 
on the second screen isn't going to impress any- 
body. Another concern is Nintendo's insistence 
that the DS isn’t competing against its own Game 
Boy line. When the next iteration of the Game Boy 
arrives, what happens to DS support? 
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ACCESSORIZE 


> > Trick out your PSP with pouches, cases, and headphones 





Manufacturer: Intec 

Price: 59.99, $19.99 

Intec provides a reasonable metal shell for 
the PSP without all the bells and whistles of 
Nyko's much pricier premium cases. Pictured 
here, the $9.99 edition of the Intec Aluminum 
Case offers a velvety interior and room for a 
few UMD discs in the included pouch. The 
larger version, not pictured, will also make 
way for PSP accessories such as a charger. 








Manufacturer: Intec 

Price: $14.99 

This leather case suits more basic needs and 
reasonable budgets. Featuring a black 
leather finish adorned with the company’s 
logo, it will service the needs of the on-the- 
go gamer without breaking the bank. This is 
clearly the simplest PSP case available, and 
probably the default choice for many gamers. 


Charger Case >> 


Manufacturer: Nyko 

Price: $69.99 

Nyko's Charger Case is a streamlined version 
of its Theater Experience (below right). Its 
form-hugging metal exterior mimics the 
PSP's appearance and allows you to feed 
your unit power while youre not playing. The 
speakers and stand are out, though, making 
this a strictly protective proposition. 





Manufacturer: yko 
Price: $9.99 
aybe you dont need a case, but you're 
worried about that big, beautiful screen 
getting scratched. Fear no more, as Nyko is 
offering this simple accessory, which 
attaches to your PSP and protects the 
screen from scratches without forcing you to 
use a bulky case. If you want to slip your PSP 
into your pocket without worrying about 
damage, this is the way to go. 
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All-in-One Case >> 


Manufacturer: Pelica 
Price: $9.99 
While other companies are going for sexiness, 
Pelican here goes for utility. The All-in-One 
Case is an affordable package that has 
separate compartments for everything you 
need. The back pocket offers a safe home for 
your PSP. The middle has eight compartments 
to hold UMD discs. The front pouch will keep 
your headphones, charger, and whatever else 
you might need ready for use. 

















Manufacturer: Nyko 

Price: $79.99 

Clearly intended to be the Lexus of PSP cases, 
yko's Theater Experience is more than a 


simple box to put your PSP in. The metal case 
offers robust protection for the PSP while its 
stereo speakers pump out your favorite tunes 
and movies. The case even offers a stand to 
showcase the unit, allowing for easy movie 
viewing on the go. It also allows you to charge 
your PSP in the case for convenience. 
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> > Extending your battery life 
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‚ nfortunately, with all the PSP has to offer, there’s still the issue 
| of battery life, something that’s very important with handhelds. 
| The official line from Sony is that the battery can last about four 
"QS hours while playing games, which is somewhat low compared to 
other handhelds, but there are a lot of things Team Fusion is doing to help 
extend the battery life as much as possible. For one thing, the PSP has 
plenty of RAM, so it’s not as necessary to stream data off the UMD disc for 
a game like Need for Speed Underground Rivals, because entire levels are 
loaded straight into memory. Since the disc isn’t constantly spinning to 
load data, it saves the battery from working overtime. “We didn’t have to 
make any compromises,” says McCarthy. “The big challenge was for games 
where the worlds are streaming off the disc, but if we were to do that on 
the PSP it would probably kill the battery in an hour. Some audio samples 
are still streamed off the disc, but they’re low impact.” 

Additionally, Wi-Fi capabilities normally can suck a battery dry in no time, espe- 
cially if the device is constantly searching for other devices. The only time these 
EA games send out a Wi-Fi ping is when youre in the lobby of a multiplayer game 
waiting for other players to join. “The Wi-Fi mode is designed in such a way that 
youre not constantly broadcasting,” McCarthy adds. "We've found a way to easily 
connect people without killing the battery" Fortunately, the PSP development 
environment includes emulation for battery consumption, so developers can 
see which features are putting the most pressure on the PSP's precious 


power source. 






















































































































































































get it NOW 




















| Pistons VE cem 
* ። ው Lo S Є 
Lakers «ወ 





• Power meter charges up 
special plays like alley- 
“oops, monster slams and 

big blocks... 













• All 30 NBA teams and fully = 
updated rosters • Full-court two-on-two 





Play а single game ога 
full season A 












ET‏ س 
veri Onwireless | 3 . NBA.co | = www.jamdat.com‏ 


JAMDAT Mobile Inc ©2005. All Rights Reserved. JAMDAT, JAMDAT Mobile and the bubbles logo are registered trademarks of JAMDAT Mobile Inc. All other trademarks are the property of their respective owners and are used with permission. NBA identifications 
are the intellectual property of NBA Properties, Inc. © 2005 NBA Properties, Inc. Get It Now is a service mark of Verizon Wireless. All rights reserved. Copyright © 2004 Verizon Wireless. All other trademarks are the property of their respective owners and are used 
with permission. 











PSP 
LAUNCH 











»»Developers talk frankly about PSP 


ven with all of the power the PSP has, 

none of it would matter without the 

support of developers. Thankfully, all 

of the major players have jumped on 
board and are producing, in some cases, mul- 
tiple games for the PSP due out this year. We 
spoke with several prominent development 
houses to get their thoughts on the PSP's 
design and how the portable system will 
affect handheld gaming as we know it. 


It was love at first sight for many. "The first 
time I saw a picture of [the PSP] was when 
Kutaragi-san showed some concept drawings, 
and it was like, ‘Sweet! Just build that and it'll be 
a winner,” says Warren Wall, vice president and 
executive producer at EA Canada. “Then | saw 
the real device at E3 last year, and the screen 
stole the show: bright, crisp, and big enough to 
draw you right in to the experience. Holding one 
in your hands the very first time, you just know 
they hit the design right on the nose—there isn’t 
а nicer package of technology anywhere оп the 
market today.” : 

Indeed, the first time most people laid eyes on 
the sleek design of Sony's new handheld system, 
the screen immediately grabbed their attention. 
^ couldn't believe the clarity of the screen,” says 
PJ Snavely, producer at 989 Sports. “The display 
was unlike anything Id seen from something that 
wasn't a plasma TV or computer monitor.” Hideo 
Teramoto, associate producer of Namco's Ridge 
Racer on PSP, agrees. "The first unit we saw was 
a prototype. The large liquid crystal display show- 
ing a movie trailer totally blew our minds. At that 
moment, | realized that no visual compromise 
would be allowed in developing Ridge Racer.” 

For some, the PSP's design meant much more. 
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“tt was almost a sign that it was time for the 
handheld-gaming industry to grow up. | thought 
it looked very modern, stylish, and sophisti- 
cated—much more so than any handheld enter- 
tainment system that had come before it,” says 
Shawn Torin Rettig, associate producer on Ape 
Escape. “It looked mature, like it should be taken 
seriously, and [like] something far beyond a 
device that only kids and gamers would use.” 

But as the saying goes, it’s what's inside that 
counts. The PSP’s technical capabilities were 
already impressive when the device was first 
announced, but there was still some concern 
from developers that the first incarnation of the 
specifications just wouldn’t be enough for them 
to do the types of games they had in mind. “From 
reading the specifications originally, we thought 
there might be some challenges for game devel- 
opment,” says 989's Snavely. EA Canada’s Wall 
explains further: “In terms of raw power, it was 
more than enough to match current consoles 
but seemed oddly underequipped in RAM mem- 
ory—it was announced as 8MB in early spec 
releases. That was clearly going to be the limiting 
factor, so we pushed Sony to reconsider. Our 
hope was for at least 16MB, but then they went 
and surprised us again with 32MB.” 

Still, the PSP hardware is the most powerful 
ever designed for a handheld unit, and that was 
enough. “My initial reaction was pleasant sur- 
prise,” says Colin Berry, designer on Wipeout Pure 
at Sony Studio Liverpool. 

“As a designer, one of my concerns was how 
many buttons the PSP would have, rather than 
how many polygons it could throw around. Fortu- 
nately, it has not disappointed in either respect. 
The analog stick was perhaps the only element 
that took a little time to get used to controlwise. 



































THE VISION 


As for the technical specifications, they are 
closer to PlayStation 2 than PlayStation, which 
is fantastic.” 

The next step for developers is to focus on 
the PSP’s features and find out how their games 
can be manipulated to take advantage of them. 
"There have been different requirements for 
arcade and console games in the history of the 
Ridge Racer franchise,’ says Namco's Teramoto. 
"For our game, we naturally tried to come up with 
a game suited for a portable unit. We imple- 
mented many handheld-specific features, such as 
a more advanced autosave; ‘custom tour, where а 
series of races will be created automatically based 
on a specified period of time; and an audio/video 
player, where users can enjoy music from the 
game" Electronic Arts took a similar approach 
with its games. Says Wall: “We've started with 
games that are already successful on other plat- 
forms, so our ideas are about making games 
playable on the smaller screen while adding extra 
value. | don't think it’s possible to be successful 
on a handheld platform without putting a lot of 
thought behind specifics for the hardware. 
Designs need to consider detail visibility, object 
ighting, visual cues, and control differences. When 
we started work on Need for Speed Underground 
Rivals, we had to carefully consider what worked 
and what didn't work on the small screen.” 

This formula of targeting specific parts of the 
hardware has also helped Wipeout Pure earn a 
distinct position in the launch lineup. "We had 
always thought Wipeout would make a fantastic 
handheld game, so when the PSP came along 
and we had the chance to make a handheld 
version, | was delighted,” says Sony Studio Liver- 
pool's Berry. “We did not just jump into it blindly, 
though; initially, we had to work out in what ways 
the game needed adapting to make the move 
from console to handheld. Once we had identi- 
fied those areas, we looked at ways the game 
could benefit from being on the PSP—for exam- 
ple, the use of Wi-Fi. The obvious benefit of Wi-Fi 
is wireless multiplayer gaming, but we tried to 
ook beyond—to maximize the functionality—so 
we made a decision very early on to include 
downloadable content of some sort. This aspect 
grew and grew and is something we are very 
proud of. As far as we are aware, Wipeout Pure 
will be the first PSP title to support download- 
able content, and we have not just tagged it on 
in a small way. The amount of downloadable 
content is huge, and we feel we are setting a 
benchmark for future games that go down the 
path of downloadable content.” 
Obviously, developers can take a slightly dif- 
ferent approach with completely original games, 
but the same general thought process is still 
there. “Since | recognized the PSP as ‘visual Walk- 
man’ hardware, | wanted to create a puzzle game 
using music,” says Lumines’ Yokota. "Starting 
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“SUCCESSFUL GAMES WILL BE 


EAST TO GET IN AND OUT OF” 


from this initial thought, | came up with the puz- 
zle-game idea of combining horizontal moves 

like [those of] a sequencer and vertical moves 
[dependent on] gravity. Together with the PSP’s 
wide screen, we successfully created a very 
unique ‘long sideways puzzle game’ that can only 
be realized on the PSP. Everything evolved around 
the PSP hardware.” 

Even with all the praise for the hardware, 
some things could've been changed or added to 
make the PSP an even better machine. “Durabil- 
ity and reliance are the things any portable 
console must keep at a high level. For PSP, | was 
very surprised at how small and light it was 
considering its high specs,” says Yokota. “But 
because of that, it looked very delicate at the 
same time. Also, l'm worried about the fact that 
PSP’s memory stick can only take a small amount 
of memory. | think it could be a bottleneck for 
users to use this hardware freely, creatively, and 
efficiently. If we can use a large-volume internal 
hard drive or rewritable UMD or if a large-volume 
memory stick becomes much cheaper, PSP could 
become as popular as the iPod.” 

The desire for a hard drive isn’t uncommon 
among developers. “There are a few features | 
would add, though the size of the machine would 
increase a hell of a lot,” says Wipeout's Berry. “I'd 








have liked it to have a microphone built in and 
also a small hard drive—4GB would suffice.” 

Some desired changes are a little less obvious 
than others. “The UMD data transfer rate is 
slower than we would like,” says EA Canada's 
Wall. “They gave us all this memory to work with, 
but it takes at least twice the time to fill with 
data off the disk compared to DVD. We've spent 
an inordinate amount of time tweaking and tun- 
ing to get load times to an acceptable level. It's 
going to present limitations in future designs for 
more massive open-world concepts. I'd also like 
to see a second analog nub to facilitate control 
in some of our sports and FPS games.” 

Karthik Bala, CEO of Vicarious Visions (the 
team behind Spider-Man 2 for PSP), seconds the 
idea of more control. "A second analog nub could 
enable 3D games to have independent camera 
controls, for example. A faster CPU would have 
also been nice, but this can be a challenging 
thing to do for a handheld, as the battery life 
is precious." 

Despite these minor quibbles, it's pretty hard 
to deny Sony got it right. The design is sleek and 
the hardware is powerful. Whether it will truly 
usher in a completely new era of gaming 
depends on consumer reaction, but developers 
are optimistic. “Nintendo started the change 





when they made the SP version of the GBA. For 
the first time it didn't feel like a kids' toy, and it 
was much more acceptable for adults to whip 
one out in public and play a game,” says ЕА5 
Wall. “Now when | pull out my PSP—| imported а 
Japanese one—in public, it attracts awe and 
admiration from kids and adults alike. Then they 
see the visuals and can't believe this quality 
could come in such a small package. Without a 
doubt, this is going to change the perception of 
what handheld games are all about" 
Not everyone shares the same view. "With 
current specs, l'm not sure if PSP could change 
people's view of portable gaming,” says Yokota. 
“However, if it becomes able to connect to the 
Internet or download games, people might see it 
as not just a game console but a portable unit 
that handles any kind of information. There is no 
other portable unit with a large and beautiful liquid 
crystal panel—PSP could become an all-purpose 
portable console.” 

If the PSP doesn't cause Sony's intended 
shock wave, there's still sentiment that it will 
attract a new audience to handheld gaming. “1 
think it will certainly make handheld gaming look 
more attractive simply from the look of the 
games,” says Sony Studio Liverpool's Berry. 
"People who have previously dismissed handheld 
gaming will take an interest once they are 
exposed to the PSP. Whether or not it will change 
people's views wholesale, | don’t know. I've 
always thought it odd that some people can be 
into games yet not have an interest in hand- 
helds; perhaps the PSP will be the machine that 
convinces more people to try handheld gaming 
and makes them realize it can be easily as enjoy- 
able as console gaming. 
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Ape Escape's charm comes not from being packed 
with monkeys wearing pants and flashing lights on 
their heads, although that certainly doesn’t hurt. No, 
it derives from it being one of the first games 
designed to fully take advantage of the DualShock— 
and the ambidextrous analog-nub fondling that 
entailed. The PSP's first Ape Escape, while offering a 
certain amount of nub fondling, suffers dramatically 
due to the control layout of the system. With two 
sticks, Ape Escape is a beautiful example of clever 
Japanese game design and is packed with curious 
and witty gameplay ideas. With a sliding PSP nub, it's 
just another silly character action game full of mon- 
keys wearing pants. Everything you expect is in there 
in terms of story: time traveling supermonkeys, hats 
that make you smarter, a brainiac professor appar- 
ently obsessed with monkey-catching paraphernalia, 
and a hero who adheres to pretty much every Japan- 
ese character-design cliché. 

As for reasons to play it on PSP it has to be said 
that the graphics are slick and vibrant, and the sim- 
ple, family-friendly gameplay makes it one of those 
good first games to buy for a system because it 
won't confuse people when youre showing off your 
new toy. Minigames aplenty keep things bearable, 
however, and then, of course, it promises multiplayer 
games using the Wi-Fi connection. At the end of the 
day, though, it’s Ape Escape. You've played it before. 
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Archer MacWho? If you're not a big fan of pool (or 
snooker) games, or if you're not of English descent, 
or if you didn't own an Atari ST, or if you don't 
remember a Defender clone called Dropzone from 
back in the olden days, chances are the significance 
of his presence will be completely lost on you. To the 
rest of us, it's good to see a game-industry veteran 
still leading the way when it comes to doing some- 
thing completely different. 
The gist of Mercury is that you have to guide differ- 
ent-colored blobs of mercury around a 3D maze by 
tilting the environment. The liquid metal flows 
around quite convincingly and will split into beads 
just like the (lethal) real thing if you snag it on a cor- 
ner or get it caught in a trap. There are over 70 dif- 
ferent maps to get through, and they are peppered 
with 30 different kinds of traps and gadgets that 
must be traversed, including bridges that you need 
to move by guiding your blob onto a switch and 
more elaborate machinery. If youre desperate for a 
gaming frame of reference in order to get an idea of 
what this is like, think Marble Madness. It's intuitive 
and simple, and it is the kind of thing that just about 
anyone can pick up and play. 
Although not confirmed at the Sony event, there 
will be a special edition of the game shipped with a 
USB tilt device that will enable you to play the game 
simply by moving the PSP itself, something that will 
make the gameplay even more intuitive. 
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A little-known fact about Sony's ATV franchise is 
that it's actually the second biggest selling first- 

arty game, behind only Gran Turismo. With that 
nowledge safely tucked away in the back of your 
brain, the presence of a PSP version of Offroad Fury 
at the PSP's debut event in Vegas should come as no 
huge surprise. 

Like the latest iteration of its big brother on PSZ, 
the portable version was developed by Climax and 
brings the majority of the features that you expect 
from the franchise, along with the obligatory wire- 
ess multiplayer connectivity for an as yet undeter- 
mined number of players. Right now, Climax is simply 
stating "multiple; but the smart money is on four. 
Graphically, it doesnt really provide any surprises. 
ts almost exactly what you'd expect from a hand- 
held version of ATV, although we did notice that the 
player models lacked some of the flair of the PS2 
build's. This is hardly a big deal, but it does lend a bit 
of a jaggy, early 3D-accelerated PC game look to the 
thing. It has effects oozing out of every orifice, 
though—lens flare, dirt particles, you name it. The 
game's speed was surprising. Whereas many of the 
other 3D racers on the system (notably Underground 
Rivals and Wipeout) were noticeably slower than 
their console brethren, presumably to make them 
more handheld friendly, ATV felt a bit faster. Not 
unplayably so, but it certainly whizzes those little 
Ozzy-crippling dirt quads around at a fair old lick. 
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You may have caught snippets of video of this one if 
youve been trawling the Web for PSP goodies in the 
past month or two. In case you're wondering, this is 
the one that looks as though it might be like killzone. 
It's not, but it does boast some similarly impressive 
visuals and is the first full-on first-person shooter for 
the system.This kind of gameplay typically doesn’t 
translate well to a handheld platform. Imagine what 
it's like if you get motion sickness playing an FPS on a 
TV screen and then amplify this by a factor of 10 
when you consider all that wobbling around from 
holding the thing in your hand. Thankfully, the PSP 
itself overcomes a lot of this problem thanks to its 
gigantor screen. A lot of bloggage has been devoted 
о how wonderful the PSP's screen is, but a game like 
Coded Arms really helps hammer the point home. 
Coded Arms has all the boxes checked on the list 
of things you'd expect from a PSP FPS. It has multi- 
player support (for just four players, which is a little 
disappointing), a ton of different weapons to fool 
around with, awesome graphics, a suitably silly story 
ine, and something about an alien invasion. 

The environments all look gorgeous, and the 
widescreen format really helps the genre. The design 
of the crablike alien bugs leaves a little to be desired, 
but overall, this is as good a first-generation FPS 
as we've ever seen on a new platform. Let's hope 
the story and gameplay development live up to 
the presentation. 
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What is it these days with everyone giving games 
ludicrously long titles? Why does the reasonably 
inconsequential Darkstalkers franchise warrant not 
one, but two subtitles? Capcom insists that the 
"fighting phenomenon" has been updated and 
redesigned exclusively for PSP, which is stretching 
the truth a little for sure. Updated yes, as it now 
packs characters from Darkstalkers, Night Warriors: 
Darkstalkers Revenge, and Darkstalkers 3. That's 18 
characters, for those of you hardcore enough into 
your 2D fighters to still be paying attention. 
Gameplay hasn't been tweaked too much, as 
there's not a great deal new being done with the 
genre lately. New modes include a limit battle, which 
randomly inflicts some kind of handicap on each 
player, and tower mode, which has you picking three 
characters and battling through in a sort of glorified 
Mortal Kombat-like survival mode. Unlockable good- 
ies cater very much to the hardcore (as this is defi- 
nitely a specialist genre these days, no matter how 
open-minded you are), and a Wi-Fi connection for 
two players provides the necessary PSP-ness to 

the proceedings. 

A small number of truly dedicated 2D fans are no 
doubt soiling themselves with glee at the prospect 
of taking this thing with them wherever they go, but 
the rest of you are no doubt completely unable to 
express your indifference on the subject. It's a launch 
game, by the way. 
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Developed by Коеѓѕ Omega Force team and 
presided over by Akihiro Suzuki (main programmer 
or Dynasty Warriors 1, 2, and 3 and producer of 
Dynasty. Warriors 4: Empires), this game doesnt 
stray far from the formula the publisher has estab- 
ished over three successful PS2 titles. It's set dur- 
ing the Three Kingdoms period of Chinese history, 
and you (as one of 42 more or less real-life gener- 
als) must guide an army, take control of a series of 
battles, and score a victory for your faction. 
Due to the impracticalities of re-creating the 
PS2 version's enormous battle maps on a portable 
system, the PSP Dynasty uses a “battlefield area 
system,’ which divides up the field into’ discrete 
chunks that are connected together by a map 
that'll remind series fans of DW4. Each of these 
ndividual skirmish areas may contain enemy 
squadrons or generals, and most of them have 
some sort of strategic importance to the battle— 
they may contain a stronghold, for example, or a 
food source. 
Hands-on time with the game reveals some- 
thing that is very, very similar to the PS2 franchise. 
The only problem we noticed was some fairly 
heinous slowdown when there were a lot of sol- 
diers onscreen at once, and then, of course, 
there's the ubiquitous issue with the damn PSP 
nub. It works, it's fine, but it’s uncomfortable simply 
because of how you have to hold the system. 
Given the frenetic nature of the gameplay, you're 
going to be wishing for something different. 
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METAL GEAR ACID 


How exactly do you play Metal Gear as a card game? Well, try to erase all 
thoughts of a traditional MGS title, and we'll give you a quick explanation. 
Cards are fundamental to everything in Acid. Every time Snake does something, 


translated into the time you must wait between turns. 
The better the ability of the card, the more costly itis, 
so keeping a spread of cards in your deck is essential 


it takes one or more cards to perform that action. Snake's starting deck is limited to 
30 cards, with a maximum of three of any one card within the deck. There are over 
200 different cards and five different classes in play: weapon cards, which dish out 
damage; action cards, which let you equip stuff like body armor; rations cards, 
which are pretty self-explanatory; character cards, which embody the personalities 
of characters from the franchise for a given effect (Sniper Wolfs card, for example, 
increases the hit percentage of a weapon when played); and finally, support cards, 
which do things like decrease the time between moves. Every turn (yes, it’s 


based) you can choose to either sacrifice a card in order to move or draw two cards 


to be played. Every card in the deck has a “cost” associated with it, and this cost is 


As EA is quick to point out, FIFA Soccer for PSP has 
one big advantage over its console-based big 
brother: The system's 16:9 screen allows you to see 
a good 10 to 20 more yards of the field than the 4:3 
television you probably own permits, which can make 
a big difference when trying to find the open man. 

Somewhat surprisingly, FIFA for PSP boasts 
impressive features that are comparable to what 
you'd find in the console versions of the game. For 
instance, have you EVER played a handheld sports 
game with 350 teams? They're all there and ready 
for season or tournarnent play, whichever you feel 
most comfortable with. 

Another cool touch you wont find even in the 
console versions (granted because they ship when 
the season begins) is a midseason scenario mode. 
Here, you can take over your favorite team from a 
point in the middle of the actual 2004-2005 season 
and determine what happens from then on yourself. 

EA Sports response to the challenge of handling 
save games on a handheld is particularly elegant and 
something we hope everyone and their mothers rip 
off in the months ahead. Games can be paused and 
saved at any point (thank goodness), but when you 
reload your save, FIFA plays back the last five sec- 
onds of your presave gameplay and then hands the 
action over to you. It's like a rolling start—imagine 
how awesome it would be if every PSP game did this. 
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Lots has been written about Hot Shots since the 
PSP's launch in Japan, but there are a few points 
that bear reiterating just to hammer home some- 
thing about the system itself. While the game man- 
ages to very effectively bring the Hot Shots experi- 
ence to the PSP it does so with a vibrancy and 
solidity that makes you think it's tapping into the 
very essence of the platform. The graphics are so 


obold and gorgeous that they seem to extend 


beyond the confines of the huge PSP screen, and 
you find yourself hopelessly lost in its simplicity. 

Some people say it looks simple, but in truth it's a 
really beautiful game. 

Now, it's probably not as good a golf game as EA 
Sports Tiger Woods on PSP. It doesn’t boast as many 
features, and its controls are quite primitive in the 
grand scheme of things, but to quote everyone who 
has played it, "Its Hot Shots Golf on PSP, what more 
could you possibly want?" It has quirky characters 
with plenty of surprises to unlock); courses with 

road fairways, forgiving roughs, and huge greens; 
and gameplay that relies on the wind to make things 
ard. Sound familiar? 

Multiplayer support is for up to eight players wire- 
essly, but sadly, there doesn't appear to be any mul- 
tiplayer gameplay for people sharing a single PSP, 
which does strike us as a little odd. Given how well 
Tiger Woods pulls off this feature, lets hope Clap 
Hanz incorporates something similar in next year's 
inevitable sequel. 

















у. Clap Hanz 


if youre to move relatively freely through the game. 
Keeping everything organized is actually pretty sim- 
ple, and there's a fairly intuitive deck editor. 

Acid is clearly an aside to the real business of hard- 
core Metal Gear Solid-ness and is presumably not 
meant to be taken seriously. Graphically, it's gorgeous. It's 
not primo PSP material, but it's solidly in the middle ground 
between MGS on PS1 and MGS2 on PS2. 





The first baseball game for PSP is certainly pretty 
impressive looking. Graphically, it doesnt look all that 
far off from its bigger brother on PS2, and fea- 
tureswise, it doesn’t seem to have been stripped of 
too much. Just about everything from MVP 2004 
seems to be present, including the popular pure 
swing system. Like with other EA Sports launch 
games, there's a huge emphasis on multiplayer 
gameplay, with both wireless and pass-the-PSP 
party play modes for up to four players. 

Just like in console baseball games, you have the 
choice to play through an entire season, all the way 
to the World Series, or go for exhibition games, a 
home-run shootout, or a pitcher showdown. All 
modes are open as single or multiplayer challenges, 
and the controls feel very much like MVPs on PS2. 
Although the PSP nub is a bone of contention with 
most games (as you can probably tell from the 
attention it has been getting in the early previews), 
it actually lends itself remarkably well to sports 
games like MVP and Tiger Woods, thanks to the ease 
with which it snaps back and returns to center 
without wobbling around all over the place. Getting 
a good hit is actually remarkably satisfying. 

Although not apparent in the version we played 
before the launch, MVP will be just as goodie packed 
as its other EA siblings, with extensive EA Pocket 
Trax music and videos available as extras that you 
can access from the Main menu. 








„ EA Sports Dev. EA Team Fusion 
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The game many are already 
calling the best game for PSP. 
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The only hack-n-slash RPG on tap for PSP's launch is Sony Online Entertainment's 
new property Untold Legends: Brotherhood of the Blade. While the new game 
does not take place in the EverQuest universe, the look and feel of the game are 
so similar to Norrath that even the SOE PR reps refer to it in casual conversation 
as “Champions on PSP" But no: This is the all-new (albeit incredibly similar) game 
world of Aven, one that SOE promises we'll see in future games from the com- 
pany, both for the portable and primary consoles. 

So how does monster-bashing translate to the small screen? Surprisingly well, 
actually. The game looks damn good (particularly the spell effects, some of 
which fill the whole screen) and runs quite smoothly. And the screen width 
makes it easy to spy approaching enemies before they're right on top of you; it's 
rather like youre playing a PS2 counterpart with the camera zoomed in as far as 
possible. The analog nub also works fluidly—in fact, it’s one of the best examples 
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we've seen from the games we've gotten hands-on time with so far. 

For hardcore RPG-ers who need the numbers: Choose one of four classes 
(knight, druid, berserker, or alchemist), play through 100 separate levels, battle 
150 different monster types plus three main bosses, complete the main 
campaign plus 20 side quests, take 30 to 35 hours to do all this... You get 
the picture. 

In a nod to the new platform's portability, a few changes have been made from 
its PS2 counterparts. In Untold Legends, you'll be able to save anywhere instead 
of having to track down a specific save point. And the story line will be advanced 
entirely through in-game conversations—no lengthy cut-scenes to suck away 
your precious battery life. 
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МВА 2005 NBA STREET: SHOWDOWN NEED FOR SPEED UNDER- 
989 Sports returns (stop snickering in the back), and Hows this for an endorsement? Boss man John GROUND RIVALS 
the PSP could be the place where the group gets Davison, who knows about as much about basket- Along with Studio Liverpool's amazing reinterpreta- 


some credibility back. Touted as the “first real bas- 
ketball simulation created for handheld entertain- 
ment systems,’ NBA 2005 is certainly quite different 
from EA Sports’ more arcade-style titles. Graphically, 
like just about everything on the system, it looks 
quite tasty, and truth be told, also a little unusual. 
You have to take our word for it, | guess. The screen- 
shots really don't do it justice. It’s smooth, gorgeously 
animated, and yet has a somewhat stylized look that 
some have said looks almost “claylike.” It's not the 
best description, but it's oddly apt. 

We werent able to spend enough time with the 
title to really get an accurate impression of how 
good its АЛ. is (usually 989's Achilles’ heel, along with 
graphics, controls, logic, and reason for being), but 
we did get to fool around with the "clutch shooting 
mechanism; which is an icon-based way of shooting 


ball as he does about particle physics (namely, he's 
aware of its existence), claims that NBA Street on 
PSP is so damn good, it's on his preorder list already. 
He has no interest whatsoever in any of the three 
PS2 versions and was happy to let us waste hours 
upon hours with the game iri the name of “research,” 
but now he's hooked. Why? Because of the 
minigames we got to play. Sure, Street has wireless 
ead-to-head modes, and it has an extremely thor- 
ough king of the court (career) mode, but the party 
modes are what got him drooling. Shot blocker was 
he first to tickle his oh-so-British fancy, especially 
when played in the pass-the-PSP party mode 
against us. We owned his ass, but the tables were 
urned in the arcade shootout, which is pretty much 
a videogame version of that arcade machine where 
you lob balls into mechanical moving baskets. Sure, 


tion of Wipeout, Rivals is one of our favorite games 
on the PSP so far. Packed with features that make its 
presence on PSP eminently justifiable, Rivals ditches 
the fluff (like story and Brooke Burke), leverages all 
of the things we love the most about Underground, 
unes them up, and tricks them out to create a 
wonderfully playable game. 
The fact that the guys at ЕА5 Team Fusion have 
been able to bring the look and feel of the Under- 
ground games to PSP is no mean feat, and the first 
ime you see the thing running, we guarantee you'll 
be just as amazed as the first time you saw NFSU. 
The sense of speed, the gorgeous graphical effects, 
and the spot-on controls have all been brought 
across to the handheld version, and the gameplay 
as been optimized for a handheld format. Graphics 
have been tweaked, so it's easier to see bends and 












































more accurate shots by watching colors that indi- it sounds simple and boring, but once you've tried it, obstacles, and the camera wobble has been per- 

cate potential accuracy. it's like the most addictive gaming drug known to fected so that you still get a sense of speed but 
To affirm its PSP-ness, NBA has wireless play man. We know, we had to pry the thing out of his without the additional real-life PSP wobble making 

(although just for two) and a bunch of minigames to hands so we could all go home. you want to blow chunks. 

keep you occupied on a short bus trip. Paint mode 15 In truth, this is the key to all the best PSP experi- Wireless head-to-head play is for just two players 

the minigame 989 wants to draw everyone's atten- ences. The key to success seems to be the mantra (slightly disappointing, given that Ridge Racer and 


tion to—it's an unusual game in which you have to 
paint the whole court with your colors. For our 
money, we think the three-point shootout will be the 
most popular minigame. 
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“simple is effective,’ and NBA Street does a truly 
remarkable job of evoking the kind of basketball 
experience that we used to enjoy years ago in 
the arcades. 


Pub. EA Sports Dev. EA Team Fusion 
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Prove your power at an exciting range of World Championship Tournament events in the heart of Yu-Gi-Oh! action: Battle City. 
Create up to 20 different decks from over 1000 cards as you duel, explore and unlock new cards for unlimited replay fun. 
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NFL STREET 2: UNLEASHED 


We're going to be honest here. Of all the games we 
saw at Sony’s PSP event, this is possibly the one we 
like the least. It might just be because we're presen- 
tation whores and it seemed to be suffering quite 
dramatically in that department, or it might be that 
of all the games we've seen that are modified 
versions of PS2 games, this is the one that's suffered 
the most in the transition, based on the early version 
on show. Considering that its Street brother 15 so 
good, it's especially jarring. How can two games from 
the same studio, with the same underlying concept 
take sport, hip-hopificate it) be so different in exe- 
cution? We don't know, and we're hoping that it has a 
ot to do with the fact that the team at EA has had 
very little time with a real live PSP dev kit and has yet 
о PSP-ify the PS2 gameplay. We're fairly convinced 
that’s it, because as concepts go, this should be a 
perfect fit on the PSP It's simpler and more focused 
on gameplay than something like Madden, which 
itself is oddly conspicuous in its absence from EA 
Sports’ PSP launch lineup. 

As with all the other EA games covered here, NFL 
Street 2 boasts a host of multiplayer modes, both 
wireless and in party mode, plus a boatload of 
minigames that people will probably play a lot more 
of than the main career mode. It also features EAS 
Pocket Trax music player and will let you listen to all 
of the (mostly hip-hop) music, along with a number 
of music videos from featured artists. 
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RIDGE RACER 


Anyone who imported a PSP from Japan already 
knows everything there is to know about this title, 
but for the millions of you who didn't do that, here's 
a quick rundown of everything that's extremely cool 
about Матсоз first PSP game. First, its a pleasant 
throwback to the original PlayStation—Ridge Racer 
was a launch title for the system. Let's hope that's a 
good omen. Second, think of this as a "best of” 
game that steals all the good bits from a 10-year- 
old franchise. 

OK, so what's it got? Well, eight-player head-to- 
head races for a start, which is a first for the 
franchise and a good reason to preorder this baby 
if you're even the slightest.fan of a previous game 
in the series. The largest selection of tracks in any 
version makes this even more worthwhile; there are 
24, to be exact, with all the best ones taken from 
both arcade (like Rave Racer) and console versions 
of every game from the past decade: Add a selec- 
tion of 58 different cars to this and you have the 
biggest, most comprehensive Ridge Racer ever. As 
an added bonus, this is also the first game in the 
franchise to include upgrades, includirig nitrous for 
an extra burst of speed. | 

How does it play? Exactly. the way you hope а new 
Ridge Racer would. The drift-happy mechanics of the 
previous titles have been refined so that the game 
feels just right with the PSP's nub, and the sense of 
speed is exhilarating without being too ridiculously 
fast as to make it unplayable on a handheld. 
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SPIDER-MAN 2 


The default control setup for Vicarious Vision's port 
of Spidey 2 at Sony's event took a little getting used 
to. While the nub moved the hero around, the D-pad 
tweaked the camera. The nub was calibrated suffi- 
ciently enough so that it didn't feel as bad as it does 
in some games, but the awkwardness of where the 
controls fall on the PSP means that you can't really 
move and look at the same time, unless you're 
blessed with two thumbs on one hand. 
Three levels were shown at the event: a run 
through a museum, which ably demonstrated how 
good the PSP is at replicating PS2-quality lighting 
effects; a boss fight against Rhino, which was proba- 
bly the weakest part of the demo because boss 
fights against Rhino in Spidey games usually suck; 
and a rescue mission set in a nuclear reactor, which 
was a good demo of some of Spidey's animations. All 
he levels we saw were indoors, so we didn't get to 
check out any outdoor webslinging shenanigans, 
although Activision did supply video for Sony's pres- 
entation that looked pretty darn convincing. 

At the end of the day, this is a version of Spider- 
Man 2, and you can read whatever you like into that 
based on your own personal opinions of the PS2 
game. Overall, we're told the game will take about 
seven or eight hours to beat. It has pretty much all 
the webslinging bases covered, including a few extra 
moves, and is fairly unique in the PSP launch lineup in 
that it doesn't have any wireless features. 














Риб. Activision Dev. Vicarious 
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SanDisk gaming cards —— All you need to turn your 
handheld game into a full-fledged entertainment system. 
Today's handheld game devices are awesome. But if you want to 
do more than games — like get into digital audio, watch videos, 
view photos, or send instant messages — you'll need memory. 
SanDisk Memory Stick PRO Duo™ and SanDisk SD™ cards are 
the best way to save game levels. They’re also great for down- 
loading digital audio, cheat codes, characters, skins and more. 


S D • | 7 Which is why we say the future of gaming is all in the cards. 
www.sandisk.com/pg 


STORE YOUR WORLD IN OURS™ 


SanDisk and the SanDisk logo are trademarks of SanDisk Corporation, registered in the United States and other countries. Store Your World In Ours is a trademark of 
SanDisk Corporation. SanDisk is an authorized licensee of the SD trademark. Memory Stick PRO Duo and ү Are trademarks of Sony Corporation. Other brand 
names mentioned herein cre for identification purposes only and may be trademarks of their respective holders. © 2005 SanDisk Corporation. All rights reserved. 
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The analog nub works so well for Tiger Woods that 
you'd think the system had been created for it. 5nap- 
ping it báck and forth to play a graceful, perfectly 
placed shot is a deeply satisfying experience, and it 
helps establish this as one of our favorite PSP launch 
ortainly one of the best sports games at 
launch. alongside stablemate NBA Street. 
Just about everything that makes the PS2 version 
of the franchise specialis in the PSP version. includ- 
ing a slightly dumbed-down version of the create-a- 
player feature. 
As with the big version, the game boasts a bunch 
of famous players—Jack Nicklaus, Arnold Palmer, 
Vijay Singh—as well as 12 beautifully modeled 
courses, including Pebble Beach and the Sherwood 
Country Clut 
Wireless head-to-head play comes in five differ- 
ent flavors—notably, one that you havent seen in 
Tiger before, bingo, bango, bongo. Fans of the sport 
may well be familiar with the concept, but if youre 
not one of them, here's how it works. Three types of 
achievements are rewarded with a point. The first 
player to get his ball on the green gets a point 
(bingo). The player whose ball is closest to the pin 
once all balls are on the green gets a point (bango). 
And the player who is first to hole out gets a point 
(bongo). Add up the points at the end of the game 
and the player with the most points wins. As a multi- 
player game, either wireless or in party mode, it's 
about as good as you could hope for. 
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Die-hard fans of the Twisted Metal f 
pleased to see 14 popular characters return in new 
variations of classic vehicles, and at Sony's event, we 
saw a number of these as we tried out one of the 

12 different arenas. 

In truth, the whole car-combat thing has kind of 
run its course. Despite being remarkably popular in 
he early days of the PS1, the attraction seems to 
ave waned with each successive addition, and our 
time with Head-On, while nostalgic. proved that 
we've all moved on as gamers. Graphically. Head-On 
is perfectly adequate and managed to evoke some 
amiliar feelings, but it was far from being the star of 
the show that Sony perhaps thought it might be. 
Before the unvelling, the game's existence had 
nardly been acknowledged, and it wasnt singled out 
in Kaz Нігаѓѕ preamble the way that Black was when 
it was announced for the PS2 a few years ago. Four 
or five years ago, a new game in this franchise could 
provoke enthusiastic braying and whooping from the 
collected throng of the game press. In Vegas, when 
asked, “Have you seen Twisted Metal?” the response 
was invariably, “Yeah [pregnant pause]. did you see 
Wipeout, though?” 

Multiplayer modes support up to eight players, 
and this should certainly prove popular with die-hard 
ald schoolers looking to rekindle the joys of those 
splitscreen games of yore, only now with a shiny, 


new black handheld. 


1chise will be 
























EE ТОСОО 
BS ንመን Notas Spin 


Although it was shown only on video at Sony's event, 
it comes as no surprise that there will be a Tony 
Hawk game on PSP at launch. There is, after all, 
some kind of Tony Hawk game on just about every 
interactive platform known to man, including a 
bunch that you ve probably never heard of. What was 
surprising was that this isn't just a straight port of 
the most recent iteration. All of the key features will 
be present, from the World Destruction Tour and 
classic gameplay (so you can play it just like it's Pro 
Skater 2, for those of you who haven't evolved with 
the franchise) to the enormous amount of cus- 
tomization that lets you import photos for player 
models and create custom skate parks, decks, tricks, 
and tags. On top of this, PSP gamers get four brand- 
new environments—Las Vegas, Atlanta, Kyoto. and 
Santa Cruz—and each of these will have new secret 
unlockable characters (Elvis in Vegas. perhaps? It 
would be rude not to). 

No specifics on the wireless multiplayer features 
have been announced as PG goes to press, save for 
he fact that Remix will have 10 different game 
types that will support up to four players each. 

The game is currently listed as a spring release, as 
is just about everything else right now, but given the 
ack of playable code in Vegas, мете thinking that 
THUG 2 Remix may be a little later to the party 
han some of the other games featured here. With 
the system out in March, expect to see this 
before May. 
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RATING PENDING 
Visit www.esrb.org or 
call 1-800-771-3772 
for Rating Information. 











PSP CROSSFIRE 


>>Our friends at Official Playstation Magazine talk PSP 


GIANCARLO VARANINI So this was your first time 
getting your hands on a PSP. What do you think? 


JOHN DAVISON The screen immediately made an 
impression. The biggest problem with handhelds is 
that you rarely feel fully immersed in the game, 
because you have all of these distractions around 
you and youre hunched over peering at that tiny little 
screen. The PSP is different, and | found with Need 
for Speed especially that | was sucked in the same 
way | am with the PS2 version. 


GV Agreed. Even though | had already seen it at 
Tokyo Game Show, I'm still amazed by the thing. The 
screen is so incredibly clear and the rest of the PSP 
just looks so slick that | don't even realize that ከጠ 
using a handheld, really. But | still have some issues 
with the analog nub. | mean, it's not horrible or 
anything, but there is a learning curve involved, as 
was shown by my awesome ability to run into walls 
in Rivals. Tiger Woods 5 a different story. The nub 
feels like it was made for that game. 


JD The problem with the nub isn't so much a game 
design issue as it is simply the thing itself. The fact 
that it slides rather than tilts comes as a complete 
surprise when you first use it, and it almost feels 
spring-loaded as it snaps back to its center point. 

It feels like it was designed as a navigation aid rather 
than a game controller. It's perfect for snapping 
through menus, but it's all wrong for games. 

My biggest issue is that it feels like it's in the 

wrong place. For action games like Rivals, it's too 
uncomfortable, because it forces you to hold the PSP 
differently, and you find you prod it rather than take 
advantage of the analog function. If that's the way it 
forces you to play, you're better off using the D-pad, 
which is in exactly the right place and feels 
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wonderful. You're right about Tiger, though. The nub 


makes it easier to make shots than a traditional stick. 


After seeing what's coming to PSP early on and 
playing with the thing for a while, | have a prediction 
for how things will go down. When it ships, there'll be 
talk of limited supplies and | have a feeling it will be a 
similar predicament to the PS2 launch. We'll see peo- 
ple bitching about battery life on message boards, 
because it's an easy target for that, and we'll see 
comments about the initial lineup of games, which 
while broad, is superficially quite stale. | think more 
cynical gamers will criticize the thing for being a 
device on which everyone trots out all the old chest- 
nuts. When you hear the list of EA games, your first 
reaction is "Well, of course that's what they're going 
to do. The only thing missing is Madden.’ Where is 
Madden, by the way? 


GV Ithink we can almost guarantee there will be a 
shortage in North America, even if it's not entirely 
real. It'll be free advertising for Sony when you see 
allthese mainstream news reports about the PSP 
supply not meeting demand, creating the "Wow, if 
it's so popular, maybe | should buy one" sentiment 
amongst consumers who either don't know much 
about it or are on the fence about buying one. It 
worked for Tickle Me Elmo, so why not the PSP? But 
yeah, Im sure we'll hear some valid complaints about 


battery life. 'm just worried that there's going to be 
some kind of massive defect with the unit, whether 
it's dead pixels on the screen or something about the 
UMD drives. 


JD The thing that always shocks me is how lousy 
Japanese system launches are. If you look back, the 
original PS1 was plagued by limited numbers, and 
there was only one game available at first. Then the 
PS2 had all sorts of problems. Sony couldn't make 
the units fast enough, they couldn't make the chips 
fast enough, and the launch lineup was pathetic. 
Now with the PSP, it seems to be happening again. 
Only 260,000 units hit stores in Japan in December, 
and of course there was talk of dud screens and 
broken nubs. The biggest concern was games again, 
though. All those poor people that lined up in the 
cold didn't have much to choose from, and we saw 
alot of people buying systems just for the hell of it 
and then sitting tight to wait for games to come out. 

The US. launch seems like it will be quite 
different. Manufacturing should be up to speed, 
and it's starting to look like there will be a lot of 
games available. 

| think the launch here will be much more 
spectacular. Im sure there will be shortages, just like 
with PS2, but | bet that by the summer itll be easier 
to get a PSP. 


PARR PPP PRR IL RASA 


THE SCREEN IMMEDIATELY 
MADE AN IMPRESSION... 


>For when you кв get it first 





== тш ጩጨ ши шн ከ тш шш шш шш ጠየ ር шш 
If you just can’t wait for Japanese games or systems to 
be released in the U.S., you can import them from a num- 
ber of import houses. So instead of flying to Japan to get 
our hands on the PSP in order to make this issue, we logged 
on to www.upstategames.com and they took care of us. 
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à ካ > PLAY 18 INFAMOUS DARKSTALKERS® CHARACTERS! 









EXPERIENCE WIRELESS GAMEPLAY TO FIGHT 
HEAD-TO-HEAD WITH FRIENDS ANYTIME, ANYWHERE!” 





FIVE GAMEPLAY MODES: ARCADE, 
NETWORK, TOWER, CHRONICLE AND TRAINING. 





Mild Language Aan к | | e: === © 
Sexual Themes ا‎ / A ( ) Yt 
Violence ES ^ Fa እ ኢሚ/ A ы | 
/ | www.capcom.com/darkstalkers 
SAS | Y 2000, 2004 RVEI KSTALKERS, CAPCOM and the CAPCOM LOGO are registered trademarks of CAPCOM CO., LTD. DARKSTALKERS 
а ከ 


ion". the "PS" is red trademarks and PSP is a trademark of SCEI. Memory Stick Duo™ may be required (sold separately). The ratings icon is 


bysthéir respective owners. * Requires individual PSP units with separate game discs. 
ki И? 
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> >Ever try climbing Mount Everest with a rope 
tied in a noose around your neck? Tiger Electron- 


ics goes up aj 





gainst the behemoths of the biz 





with its first attempt at seizing the handheld 
gaming crown, Gizmondo. 


asily the most enigmatic contender in the next generation of handheld gaming 

devices, Gizmondo is hoping to trump its more high-profile competition with the sheer 
flexibility it provides. Using a Microsoft Windows CE operating system as its base—similar to 
the one used in various PDA and Pocket PC devices—Gizmondo is very much a hybrid piece of 


gear. While it's not a PDA (no 


touchscreen) or a phone (no, uh, phone stuff), this wolf in Game Boy's 


clothing comes stacked with built-in Wi-Fi for a high-speed online GPRS network link that allows for 


wide-area network gaming, 
dard high-capacity SD card 


multimedia 


messaging, and e-mail access on the go. The unit uses stan- 
as its media format (games and apps will be available on SD cards, some 


5 
of which will be downloadable from the Internet) and conveniently serves as an MP3 music player, 


MPEG4 movie player, and digital camera. Additionally—i 
lo 


gressive feature—Gizmond 
position anywhere in the wo 
gaming sessions, and accep 
tell us the “kitchen sink” will 





HERE’S WHAT’S UNDER THE HOOD 
osoft Windows CE.net platform 
SCREEN: 2.8-inch TFT color screen 

PROCESSOR: Samsung ARM9 400MHz 





OPERATING SYSTEM: Mic 





ld. The unit is equipped wi 
ts MMC card accessori 











n what could potentially become its most pro- 


contains a GPS chip for location-based services, allowing you to track your 





th Bluetooth as well, for use in local multiplayer 


ies for an array of possible future add-ons. Sources 
be available sometime in early 2005. 


GRAPHICS CARD: GoForce 3D 4500 Nvidia graphics accelerator 


FEATURES: Multimedia me: 





ssaging, MP3 music player, 


MPEG4 movie player, digital camera, GPRS 


network link (network gaming), GPS chip (location-based services), Bluetooth, and MMC card slot for 
add-on accessories. 
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IHE SOFTWARE 


»»What seems to truly set Gizmondo apart is its wealth of nongaming software. 
Here's a look at the full suite of options built into this behemoth of gadget 














< 


FULL BODY MESSAGE 

While the lack of a keyboard may scare you, Gizmondo’s creators insist that 
the device uses one of the best predictive text systems available for SMS 
messaging—called EZiTap, the joystick and buttons are used to input text. 
And in addition to such trivialities as words, MMS allows users to attach just 
about every other form of communication to their messages. Use the built-in 
digital camera to snap a picture of yourself getting hit on by Michael Jackson 
and then send it to any mobile phone or Gizmondo. Or if you really want to 
show the love, send rich media files—MP3 music and MPEG4 video—to show 
video of the event set to Jackson's 1988 hit “Smooth Criminal" 


THE MUSIC IS THE MESSAGE 

The built-in Windows-based music player enables users to download and lis- 
ten to music through the stereo headset socket. It's essentially a version of 
Windows Media Player, so every file format that's supported on your Windows 
PC is available on Gizmondo. Using the USB connection, you can sync the Giz- 
mondo via Active Sync or treat it as an external Flash drive for the SD card; 
you can plug the SD card into your Gizmondo or PC and transfer files as you 
would with any other Flash drive. Its creators say the Gizmondo's sound qual- 
ity is better than the iPod's. 


THE KIT STAYS IN THE PICTURE 

Gizmondo has some of the most advanced video playback functionality ever 
seen on a mobile gaming device. Built-in Windows Media Player 9 allows 
MPEGA video format viewing on the high-resolution TFT screen, and while 
there won't be any proprietary disc-based option (as is the case with Sony's 
PSP), ripping DVDs to your hard drive and then plopping them on your Giz- 
mondo SD card is, frankly, a much cheaper alternative. 
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123 . ABC. OH 


1 ር ከር... ብ. 
guys 


Thanks to Gizmondo’s large screen, sending e- 
mail is a snap. But, please, don’t just send a 
message that says, “Hi, guys.” 


The Gizmondo allows you to store your 
contacts for easy retrieval. Hopefully, they 
have more interesting names than “Person.” 


Need help getting up in the morning? Use the 
Gizmondo's alarm function to roust you from 
your bed, you lazy layabout. 





Sending text messages on the Gizmondo is 
easy as pie. You can even include MP3s. Just 
watch out for the RIAA. 


INSERT 
PICTURE 
HERE 











MOVES 


MESSAGING 
GPS a WEB __ 
CAMERA а IMA 

contacts __ 


The Gizmondo’s e-mail in-box is almost as good 
as having Outlook Express on the go. We 
particularly like that shade of blue. 


SHIFT menu 


tT | SUBJECT ሀ/ _ 





21 +46885525 Ні guys! 
[А] -4646188742 Hi, how are you 6... 04/01 


















The Gizmondo is a fully functional MP3 player, 
and thanks to its simple interface, sorting your 
favorite songs is a breeze. 


SHIFT menu 








[Jurassic 5 — Jayou c4:045 


| Summer sun C3:47?5 


goldfinger - superman с3:042 
Freep <3:552 
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TALKING SHOP 





Pocket Games: We understand that Gizmondo 
has a Samsung 400MHz АКМ9 processor and a 
128-bit Nvidia GoForce 3D 4500 graphics chip. 
What does this mean in terms of real-world per- 
formance? How will the unit compare to PSP, 
Nintendo DS, or even the PS2 in its raw pro- 
cessing power? 

Steve Carroll: Our overall specification is geared to 
give a superb visual impact, and we manage our pro- 
cessing power better then any other device. Our user 
experience will be at least equal to and/or better 
than the PSP or Nintendo DS. 


PG: On what media are games being distributed for 
Gizmondo? 

SC: Games and satellite navigation will be sold on 
Secure Digital (SD) cards. All other media, including 
tracking, will be available through Internet download. 





J you choose 









PG: Why c 


jot to give Gizmondo an 





Halo without one might be a 
bit tricky 
SC: must point out there's been a great deal of 

speculation about this title because of our relation- 
ship with Microsoft, but at this time ከጠ not at liberty 
to discuss it. 








es of how the GPS 
3, 25? Which games аге 
already incorporating this feature? 
Carl Freer: There are many aspects of GPS that will 
eventually be possible to integrate into games. The 
one we're currently using in Colors is the geofencing. 
You set a perimeter to scan, and when another Giz- 
mondo crosses that, you get an alert. What you're 
effectively doing is tagging your own turf and making 
the physical world around you part of the game 
arena. It's important to stress that you won't be able 
to use the game to track down an opponent in the 
real world. In terms of where GPS gaming can go in 
the future, that's very much down to developers. It's 
not unrealistic to imagine a scenario where a 
bespoke game level is generated according to the 
player's location. 






gamer 






ҮҮ 


more of a rugg r look? 

CF: Absolutely, Sony does sexy very well. The 
downside is that sexy can be construed as fragile. 
While the Gizmondo is no ugly duckling, we are 
positioning [it] as the “everyday” games device. It’s 
extremely tactile and can take life's little knocks 
traveling around in a rucksack or coat pocket. Rick 
Dickinson, who most famously designed the Sin- 
clair ZX81 and Spectrum (both iconic pieces of 
design that effectively kick-started the home- 
computing market), created a form-factor that 
was ergonomic, small enough to fit in a pocket, 
tough, and very importantly, appealing to a pre- 
dominantly male demographic. 
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PG: Aside from GPS, does Gizmondo have built-in 
wireless Internet access? If ገ 

with a built-in Web browser? 

CF: Firstly, yes—the wireless connectivity is through 
GPRS, GSM, and Bluetooth. This means the Giz- 
mondo will be able to send and receive e-mail, SMS, 
and MMS anywhere in triband-covered areas. We 
deliberately limit the browser so that we can oper- 
ate at higher speeds. It is worth mentioning that we 
have a business-orientated device that’s in develop- 
ment at the moment called the Altio, which will have 
Wi-Fi and voice-over-IP functionality on top of all the 
other standard features of games, music, movies, 
and communication. 








CF: That's a question you'd have to direct to 
icrosoft themselves. We enjoy great relationships 
with many different departments within Microsoft. 
They have a vested interest in our success because 
we have] Windows Embedded and Windows Media 
Player running on the device. 





PG: What sets Gizmondo apart from its 
CF: What sets the Gizmondo apart is the sheer arse- 
nal of functionality it comes with straight out of the 
box. The SD storage medium allows for maximum 
cross-compatibility and flexibility, and it's becoming 
incredibly cheap compared to other formats, so as a 
multimedia player it's extremely adept. The GPS, 
especially the satellite-navigation aspect, will be a 
real crowd pleaser for the price, and the Gizmondo 
universe will grow exponentially when we start to 
introduce downloadable movies on a rental basis. 
The bottom line is that the Gizmondo will be many 
things to many people, but gaming is definitely the 
main sell. 


petitors? 








the younger 
dult g 


о 







PG: With Nint ket and 
я for th ere 
does Gizmondos target ma f 
CF: Initially, the early adopter (or the adult gamer) 
represents our target market, but as we introduce 
the other elements of music, movies, communica- 
tion, and GPS, the demographic will grow to encom- 
pass the middle ground, or more mass-market audi- 
ences. In the long term, though, some of the 
tracking aspects will make it an appealing purchase 
for parents with younger kids, the erstwhile 
Nintendo territory. 





ket lie? 








at kind of battery life can we expect with 


PG: Wi 





[ሓጋ 


SC: One of the many patents on the Gizmondo is 
some extremely clever battery-management soft- 
ware. What this does is identify the components 
required for a given application and turns off those 
that aren't needed. In layman's terms, if you're play- 








ing a game and don't need the camera, the power is 
routed away from those components. The result is 
that for a standard 1100 mAh battery, we can get up 
to 12 hours of MP3 playback, two hours on video, a 
minimum of two hours on GPS gaming with every- 
thing running (more for non-GPS games), and over 
100 hours on standby. We will also have an 1800 
mAh battery [available] for heavy-duty gamers. 






PG: Do you have an ex 
Which titles will ship with the unit when it releases? 
CF: We're quoting spring 2005 for the U.S. launch а 
this time, but keep an eye on the website for 
updates. The plan is to have eight to 12 titles at 
launch, which will include a Sega Classics pack (Sonic 
the Hedgehog, OutRun, Shinobi, Altered Beast, and 
Golden Axe), the Fathammer Classics Pack (Super 
Drop Mania, Stuntcar Extreme, and Angelfish), 
Richard Burns Rally, Sticky Balls, Interstella Flames 2, 
and Colors—the first-ever GPS-enabled game. 





eogame cansole space й 

СЕ: Like you say, there are quite а few big names 
that have tried and failed to crack the games mar- 
ket over the last 12 years, although the majority of 
those were home consoles rather than handhelds. 
The advantage here is that this is a boom year for 
handheld gaming and there is plenty of room for a 
third player to establish itself. Because of wide- 
spread digital convergence, the rules will have 
changed significantly as well, but if | had to give one 
thing that will enable us to take on the established 
names, it would have to be the completeness of the 
Gizmondo package—everything is ready to go 
straight out of the box. 
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Success, Where di ink they went wrong? 
CF: Far be it from me to pass judgment on the 
Zodiac, but from our point of view, it was never des- 
tined to be a mainstream device. You could put it 
down to a number of things: unfortunate timing or 


even positioning as a business/games device. 





this makes or breaks a 

CF: Colors is definitely the most exciting [game] in 
terms of what it is, how it plays, and what it repre- 
sents. Beyond that, though, we have lots to 
announce, ranging from classic games to big-name 
brands and loads of original titles. The great thing is 
that we're entering the games market with a clean 
slate. This means we can focus on games that work 
best in a handheld format. 








>>To help us better understand what Gizmondo is all about, we spoke with 
the cocreators of the device, Carl Freer and Steve Carroll, about their Little 
Games Machine That Could 


PG: With a price point of double that of PSP and 

ly triple that of DS, why would | buy a Gizmondo? 
me on your machine. 

CF: Certainly, would you like a receipt? 






Se 


PG: You have predicted that by the end of 2005, Giz- 
mondo will sell for $99. How is this possible? How 
many units do you have to sell to make this a reality? 
CF: This is based on a Smart Adds sign-up, one of 
the many different pricing models we're looking at. 
Smart Adds is an opt-in service that sends very tar- 
geted "added value" commercials to the user, includ- 
ing things like two-for-one deals, money off vouchers 
displayed as bar codes onscreen, cheaper texts, or 
free music and movie downloads. The critical mass 
we have to achieve to lower the price point dramati- 
cally on this basis is relatively low. 


PG: How will location-based advertising work on 
Gizmondo? 

CF: it's a very simple premise; if you opt in to Smart 
Adds, you will be sent no more than three highly tar- 
geted ads a day. These will be based on age, loca- 
tion, and gender and have to be perceived as having 
a value to the intended audience. They download 
automatically and wontt ever interrupt gaming or 
the other functions. Instead, you will be able to see 
[that] a new ad has arrived when you return to the 
home menu and will be able to play the movie from 
there. Some will have bar codes or redemption 
codes for money off or added-value items, and 
some will also be able to use the GPS to help you 
find a participating store. 


PG: What do you believe is the biggest public mis- 
conception about Gizmondo? 

CF: When people see the feature list, they assume it 
will have a price tag closer to $800. So when we tell 
them it's $399, it usually comes as a bit of a shock. 


PG: Will Gizmondo have regional encoding for its 
games? 

SC: It's something that мете looking at, but initially, 
no. Most games will have a global simultaneous ship 
out, so grey importing will be minimized. 






PG: If there was one feature y 
added to Gizmondo, what would it 
SC: Night vision. 


wish you 





m 
eens 


could have 





PG: Was Gizmondo conceived as a res 
next-gen handhelds from Sc 
merely a case of similar ti 
SC: Similar timing coupled with a logical market 

trend toward handhelds as the technology became 


smaller and with less power demands. 











PG: Why isn't Gizmondo a phone? It seems to be 
everything else... 

CF: This was a very conscious decision. The audience 
we're targeting will not want to replace their small, 
compact cell phone with anything larger. But as a 
messaging device, that’s a different matter. We will 
be launching a more business-orientated version, 
called the Altio, later in the year, which will have 
voice-call capability—and potentially voice over IP. 


PG: Aside from downloading compressed video onto 
Memory Sticks, Sony is selling high-quality, disc- 
based movies for PSP. Will there be any equivalent to 
this on Gizmondo? 

SC: The Gizmondo can go up to 30fps for video, and 
the sound quality can beat the iPod in terms of bit 
rate by 20 percent, so it's no slouch in terms of qual- 
ity. Our approach is to make the format as accessible 
and flexible as possible using SD cards (which cur- 
rently go up to 2GB). Movies and music are already 
available to buy in this format, and we're actually 
looking at a system where the end user can rent 
movies for their Gizmondo. 


PG: Who makes up the first-party Gizmondo devel- 
opment team? How did you assemble it, and where 
did you find your talent? 

CF: You may have seen in the news [that] we 
recently acquired Warthog Studios and its IPs. That 
brings [in] a team of 120 extremely talented and 
experience developers situated globally. We also 
have Indie Studios, based in Sweden, but the two key 
individuals who head up Gizmondo Studios are indus- 
try veterans Steven Law and Ashley Hall. 





PG: 5o really. is Halo on its way to Gizmondo? 
CF: | know rumors are circulating, but it's not some- 
thing | can comment on at this time. 


PG: With a price point of double that of PSP 
and nearly triple that of DS, why would | buy a 
Gizmondo? Sell me on your machine. 

CF: Certainly, would you like a receipt? 
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THE GAMES 


> >What Gizmondo’s got going on 


Colore 
МАЈ LO [5 
Category: GPS Action > 
Publisher: Gizmondo 


Players: 1 + >> Developer: Gizmondo Studios 
` Release date: Launch 





Easily the most intriguing game in Gizmondo's launch lineup, Colors is а third- 
person action game with one major twist: It uses Gizmondo's built-in GPS 
functionality to create a massively multiplayer online gang war in your hands. 
On a superficial level, the game looks immediately familiar, opting for the 
gritty, third-person stylings of GTA and its ilk. The single-player campaign is 
indeed a mission-based affair, taking place in the fictional Crimson City and 
allowing for all the wanton chaos your heart desires. 

Looking a bit closer, however, one finds that Colors really begins to take 
flight in its online mode. Here, you must team up with your friends to fight for 
areas of the real city you live in. Say, for example, you're riding the bus to 
work (in real life), and on your way you pass through another crew's area. 
Being the revolutionary upsetter you are, you choose to tag their turf. Later 
that day, the other crew attacks your area in retaliation, and you're forced to 
defend it. Then, on your way home, you pass through the same area you 
went through earlier and tag it again, adding insult to injury. 

This action will be controlled by sessions being limited to shorter stretches 
of time, and your position is vital to the game mechanism. "Our work is a 
success if people make it a part of their life, just like instant messaging,” says 
Mikael Astrom, acquisitions manager at Gizmondo. “They play it to take them 
away from the boredom of an ordinary day and to communicate with other 
gamers. The time you spend playing the online game will be short periods, 
but you will play it many times during a day. Instead of playing Counter-Strike 
on a server in Germany, you are fighting for the street you live on.” 




















Furious Phil 


Category: Adventure >> Players: 1 person > > Developer: Warthog/Gizmondo 
Studios >> Publisher: Gizmondo > > Release date: TBA 
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Category: Puzzle >> Players: 1 person > > Developer: Gizmondo Studios > > 
Publisher: Gizmondo >> Release date: TBA 





It sounds like a cross between American Beauty, Evil Dead, and Shaun of the 
Dead: Phil was a penniless salesman and a deadbeat husband and dad. After 
attempting to off himself in the backseat of his Monte Carlo, Phil wakes up 
years later missing a portion of his skull and his ear. Oh, and the apocalypse is 
upon him. With no memory of his past life, Phil ventures west across Route 
66. Each chapter is a free-standing mini action-adventure with its own plot 
and climactic conclusion, as Phil will have to fight, shoot, and drive his way 
along the mutant-infested great American highway. Early footage looks 
promising—this has the potential to be a landmark title for Gizmondo. 





There have been a few 3D puzzle games, but none particularly compelling or 
successful. That's why we're intrigued by Sticky Balls, a combination of pool 
and any one of dozens of connect the colored balls/ jewels/ blocks/ 
animals/etc. games. Players use a cue-ball to hit colored balls around tables 
of various shapes and sizes. Balls bounce off each other until they connect 
with a ball of the same color. Upon finding a match the balls stick together 
until seven of the same color are grouped together. Then the group disappears, 
making room for better shots. The only thing missing seems to be a two-player 
mode, but even so Sticky Balls looks like an addictive good time. 
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Worms World Party 


Category: Action > > Players: 1-4 >> Developer: Team 17 
Publisher: Gizmondo >> Release date: TBA 





Worms is the slut of the gaming world. It has appeared on more machines 
than any other franchise. And yet we continue to love this goofy, cartoony 
action/strategy game. There is something joyous in calling an air-strike down 
upon your enemy invertebrates, watching them explode in a shower of goo. 
The Gizmondo Worms World Party includes all the features one would expect 
in a Worms game. Good graphics, lots of weapons and plenty of wriggly 
characters. There is a nice training mode and even a couple of new features 
such as the "Wormpedia" and “Wormpot.” 


22591: 3222022222822 


Richard Burns Rally 


Category: Racing > > Players: 1-4 >> Developer: Gizmondo Studios Manchester 
Publisher: SCI >> Release date: Launch 





Hoping to recapture the winning formula of such digital rally champions as 
Sega Rally and Gran Turismo 3, Richard Burns Rally represents Gizmondo's 
initial stake in the racing genre. The selection of cars to choose from sounds 
impressive and includes the Peugeot 206, Citroen Xsara T4, and Subaru 
mpreza 2003, while tracks are set over a number of official rally circuits, 
rom Britain and Japan to Finland and the French Alps. There's even a head- 
to-head four-player “hot-seat” multiplayer game over Bluetooth or Wi-Fi, so 
you'll be able to get dirty en masse this spring. 





Sega Classics 


Category: Platform, Racing >> Players: 1 person > > Developer: DMC >> 
Publisher: Gizmondo/SEGA >> Release date: Launch 





Bringing together some of the finest Sega games ever made, Sega Classics 
provides nostalgia by the bucketload. OutRun, Shinobi, Golden Axe, Altered 
Beast, and the original Sonic the Hedgehog are all represented in their full 
16-bit glory. While there’s nothing new here, these are all classic titles, and 
the fact that Sega is on board can only mean good things for Gizmondo. We 
would have liked to see multiplayer link-up ability for some co-op Golden Axe, клал 
but unfortunately these games appear to be straight ports. 
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Fallen Kingdoms 


Category: RPG >> Players: 1 person >> Developer: Warthog 
Publisher: Gizmondo >> Release date: TBA 





A port of Warthog’s own as-yet-unreleased PC game of the same name, 
Fallen Kingdoms is a third-person action-RPG reminiscent of Diablo and its ilk. 
There appear to be more action elements than Blizzard's title (think: actual 
running and jumping, along with the pseudo-real-time combat system), which 
could give the game its own flavor. We're interested to see if some of the 
finer points—the Knights of the Old Republic-style morality system, the 

impressive particle effects and animation system—make the transition to the 
small screen as well. 
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AND THE REST... 
Here's a list of the other announced 
titles for Gizmondo ir 


Age of Empires 
Strategy 


Angelfish 
2D top-down scroller 


Chicane 
F1 racing 


Conflict: Desert Storm | 
Action 


Conflict: Vietnam 
Action 


Fathammer Classics Pack 
Compilation 


Future Tactics 
Action 


Interstella Flames 2 
Shooter 


Johnny Whatever 
Music 


Milo and the Rainbow Nasties 
Shooter 


Momma, Can I Mow the Lawn 
Action 


Speedgun Stadium 
FPS 


Stuntcar Extreme 
Racing 


Super Drop Mania 
Puzzle 


The Great Escape 
Action 


TrailBlazer 
Arcade Classic 


Tron 2.0 
FPS 


MechAssault 
Action 


_______ 















Wading through the 
hundreds of games available 
for your cellular phone is 

a daunting task, and one 
that’s likely to yield 43 
different versions of Texas 
Hold ‘Em. We sifted through 
and found some notable 
games that we'd like to 
bring to your attention. 
All of these games can 


be downloaded to your 
Sprint wireless phone. , 






Call of Duty 
Sure, it may lack the cinematic 
flair and realistic presentation of 
its PC namesake, but this portable 
version of Activision’s great WWII 
shooter does a serviceable job of 
capturing a similar feel. And 
sometimes you really don’t want 
to be reminded of war. 





Crash Nitro Kart Duke Nukem Mobile FIFA Soccer 2005 

Many have dismissed the Crash Hail to the king, baby. This is Duke Тһе solid FIFA 20055 isometric 
Kart games as poor derivatives of їп action before he went all 3D on viewpoint reminds us of the SNES 
Nintendo's Mario Kart. (The first us, and it's the ostensible first and Genesis days, when players 
one, Crash Team Racing, was installment in a promised trilogy. would run with three frames of 
actually really good. Nitro Kart for We'd make a joke here about the animation and they all looked the 
PS2, not so much.) And while constant wait for Duke Nukem same. Did you know that in Europe, 
nothing can really top Mario Kart, Forever, but at this point, it just they call soccer “football”? That's 
Crash is a competent alternative. makes us sad. SO crazy! 
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Tiger Woods 2005 

The EA Sports games tend to 
translate really well to a portable 
format, and this year’s version of 
Tiger is no different. For a dash 
of irony, play Tiger 2005 on your 
phone while waiting for your boss 
to three-putt the 14th. (Nordic 
supermodel wife not included.) 





Monkey Ball Bowling 
Though the main game is superb, 
many gamers fell in love with 
Super Monkey Balls minigames. A 


portable rendition of Monkey Ball 
Bowling, courtesy of Sega’s mobile 
division, belongs on any ape lover's 
phone. Now, bring us a version of 
Monkey Target and we'll be happy. 





Magical Drop 8 

Of all the puzzle games that arent 
Tetris, perhaps the most criminally 
overlooked is Magical Drop. The 
gameplay is simple: Players align 
three colors to eliminate them 

and clear the board. But naturally, 
the underlying strategy is far 

more complex. 








Prince of Persia: 
Warrior Within 


The Prince has returned, and boy 
is he angst-ridden. Warrior Within 
is a side-scrolling version of this 
year’s POP sequel. Download some 
of those Slipknot ringtones to 
complete the experience. 
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Midtown Madness 3 


The Midtown Madness franchise 


has been doing t 
racing thing for y 
down translation 


he open-city 
ears. This top- 
of Midtown 


Madness 3 captures that wild and 
dynamic spirit while shedding 
unnecessary luxuries like 
"graphics" and “sound.” 


X-Men 2: Battle 


The character se 
to only three X-M 
games on a phon 
but God help us: 


ection is limited 
en, and fighting 
e rarely work out, 
ts X-Men fighting 


each other. We'll take it. (This is 


one of those title 


S we cant 


actually recommend as being a 





good game, by th 


e way.) 
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CINGULAR 


CINGULAR 
WIRELESS 
GAMES 


And these are the games 
that caught our eye for 
users of Cingular Wireless- 
compatible phones. We’re 
not saying that our picks 
are necessarily “good” 
games (see: Evil Dead 
Pinball), just that 
they’re more 
interesting than 
Extreme Free Cell. 


ክበበ 


Pouse 
Evil Dead Pinball 

OK, this one isn’t really all that 
great. But to be completely 
honest, if they put Bruce Campbell 
in a game called Bruce Campbell 
Gets Up in the Morning and Makes 
Some Toast, we'd probably play it 
(and convince ourselves that it 
really was fun). 








Helo 







Mafia Wars 

If you've ever fancied yourself as a 
1920s bootlegger, well, you might 
not get a better chance to fulfill 
that fantasy than by playing Mafia 
Wars. Unless, of course, you can 
travel through time. And if you can 
do that, why are you still playing 
videogames? 
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Asphalt: Urban GT 

This straightforward racer was 
recently released as a Nintendo DS 
launch title. And if it’s good 
enough for the DS, it's probably 
good enough for your cell phone. 
The standard racing circuits are 
complemented by an amusing cop 
chase mode. 
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Тот Clancy’s Splinter 


Cell Extended Ops 
Extended Ops’ plot—in which 
Kremlin officers use earthquakes as 
WMDs—reminds us so much of 
Christopher Walken’s career- 
defining performance in A View to a 
Kill that we can't not love this game. 
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CHOOSE FROM THE LIST BELOW. THERE’S AN OFFER YOU CAN’T REFUSE. 


Ringtones Gam 


The best nt 


Hip Hop | 
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K0 Kickboxing 


Exert your martial art, kicking and fistic power to 



















































| knock down your opponents. Do you have what it 
|. Let Me Love You 18913 takes to be the Kickboxing Champ? 
2. 1,2 Step ‚ 19377 
3, Lovers And Friends 22602 Code: 13556 
Re Drop It Like It’s Hot 17890 Dragon Stone 
5. What U Gon’ Do . 19386 You are the only hope to save Dragon Land from 
ር evil warriors occupying the land. Make good use 
5. Knuck If You Buck 17906 of your sword to exterminate the brutal invaders! 
7. Go DJ 22728 
Code: 13288 
ae. | AA AV 
LA Rock / Pop | Ninja Mission 
sode: 14744 ' 4 As a ninja with lost identity, you must retrieve all 
Code: 4 : T j 
|, Boulevard Of Broken Dreams 19791 items with your nimble moves and weapons! 
;, Numb 12856 
i Gode: 20704 
). Float On 15985 
|. Take Me Out 16256 Hip Hop Fever 
). Santeria 296 Heat up the dance floor and put your skills to the 
5 test as you move to the groove! Let the pulsating 
. Amber 12090 hip-hop music excite your senses while you 
/. Are You Gonna Be My Girl 13970 becoma'a 1Palhipikopper! 
у Code: 22792 
— а | ^ 
Country | Mobile Pet 2 
Ы | Have you ever wanted to take your pet with you 
A wherever you go? MobilePet is the pet who 
|. Save A Horse, Ride A Cowboy 15684 lives in your cell phone, ready to play with you 
2. Friends In Low Places ` 12935 ee 14302 
3. Some Beach 16918 Зи 
-4, On The Road Again 10045 Combat Fighting 
5. Live Like You Were Dying 15785 Fight in the underground fighting championship 
А д Э against the top fighting masters in the world. 
). Devil Went Down To Georgia 859 Can you fight your way to the top? 





'. It’s Five O'clock Somewhere 11979 Code: 13557 


Black Jack 


Fight in the underground fighting championship 
against the top fighting masters in the world. 








Retro Cool 

















2፡7 . Super Mario Bros. Theme 433 Can you fight your way to the top? 

à. Zelda Theme | 445 Code: 10978 

етт, 1 |. Halloween Theme 509 

Га) SEE 

p ‚ Law And Order Theme 13980 Slots 
m 1 Move joystick to the right/left to select one of 
= ስከ 5. Pink Panther Theme 527 three possible options: BET ONE, BET MAX and 

5 Knight Rider Theme 12097 SPIN. Press the fire key to choose selected option. 
'. Godfather Theme 507 | 








) Get your free product pom Я 


Check compatibility before ordering at www.mob.tv 














Messages Мема Phone Number GO. ч aD, | 
MOB EGMA . | | 
Ed 12345 New message 2 | 
received 1 | ; I ና | | 
Clear А, | 
1, Go to messages on 7, Write the word MOB 3. Send the message to !. You will receive a 5. Once downloaded, | 
your cell and choose to then a space then EGMA phone number 74647. message in your WAP save the product to WWW МОВ ТҮ | 
i write a new message. then a space then the Push or Text message your cell and enjoy! - e | 
" 1 code of the product inbox - open it to start 0 b f ll | 
| you want. ЕЛАТЫП т www.wapmob.tv from your cell. | 
ы соок ч фарсы o = ANE T. Ze ር oro eme. 





Wallpapers, ringtones and games are available to AT&T W ss, Cingular and T-Mobile customers with compatible, wireless web enabled phones. Ordering and accepting your free download activates 
your Mob subscription. Mob subscribers are charged $2 week for unlimited downloads. Additional charges may apply for premium products. All charges will appear on your operator phone bill. 


To unsubscribe, text STOP MOB to 74647. For customer support, terms of use, compatibility or additional products and services go to www.mob.tv. 





Top Spin Tennis 

Originally released on the Xbox way 
back in 2003, Top Spin Tennis was 
praised by many as being one of 
the best tennis games ever made. 
Now it’s available in portable form, 
sans 480p and 5.1 audio support. 
So, sorry to those of you who own 
$4,000 cell phones! 


Tony Hawk’s 


Underground 

If we were to conjure up our own 
fake console using completely 
ludicrous tech specs and bogus 
fact sheets, Activision would 
announce a Tony Hawk game for it 
within 24 hours. 





Speed Devils 

Speed Devils came out for the 
well-intentioned yet ill-fated Sega 
Dreamcast all the way back in 
1999. This handheld rendition isn’t 
nearly as deep as that version (big 
surprise there!), but it’s still nice to 
see forgotten games resurface 
from time to time. 








True Crime 

You know, if the other cops would 
just help out every once in a while, 
maybe we wouldn't have all these 
lone-wolf types running around, 
beating up our hookers and 
crashing into our neatly manicured 
front lawns. Someone ought to 

do something. 





Nightmare Creatures 
This side-scrolling beat-em-up is 
based on the 1997 PlayStation 
game in which you take on various 
elements of evil and/or the 
undead. Rest assured, there most 
certainly are zombies. Make sure 
to cut off their heads, because 
that's the only way to be sure. 


Siberian Strike 

The plot speaks for itself: “1937, a 
vodka producing company, 
Stalinka Corp, is on a world 
communist invasion using a secret 
weapon, a genetically engineered 
vodka which completely 


annihilates individual willpower.” 
You know you want to play this. 
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Pocket Games: ! know you see other PDAs and 
Pocket PCs as your main competitors, but what 
about gaming-only handhelds like the Nintendo 
DS and Sony PSP? 

Byron Connell: We view PDAs, gaming-only 
devices, and mobile media players all as indirect com- 
petitors. We hesitate to describe any one of these 
categories as our main competitor since the Zodiac 
multimedia handheld is the only product that delivers 
top-notch performance in а three of these cate- 
gories. The Nintendo DS and the Sony PSP are defi- 
nitely strong competitors in the gaming arena, but 
not really beyond that. When we talk to our target 
customers, (primarily 18- to 34-year-old technology 
enthusiasts), we consistently hear that great mobile 
gaming is important, but for many it is not enough by 
itself to justify bringing another device along and giv- 
ing up more pocket space. Many customers expect 
more and want something that addresses a broader 
set of lifestyle needs on the go, including a rich multi- 
media experience (music, photos, video) and the 
added functionality, expandability, and convenience 
of a PDA or handheld computer. 
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PG: Why would readers want to get the Zodiac 
over the Nintendo DS or Sony PSP? Your price 
point puts it above these systems. 

BC: As for why a Zodiac is a better choice than a 
PSP or а DS, the answer is simple: flexibility, con- 
venience, and overall value. The Zodiac does much 
more than either of those devices, giving users the 
flexibility of using it for gaming, multimedia, or 
handheld computing. For example, here's what | did 
yesterday with my Zodiac: woke up with the MP3 
alarm clock, played Madden 2005, listened to an 
Audible audio book, found a restaurant using Zagat 
Guide software, navigated to the restaurant using 
a Bluetooth GPS receiver (currently in beta), looked 
up a friend's contact info so | could send him some 
concert tickets, showed my nephew the trailer for 
Star Wars Episode Ill, did e-mail with a Wi-Fi SD card, 


and remembered my stepmother's birthday 
because a reminder popped up from my datebook. 
And as write this I'm ripping and downloading the 
new Eminem CD to my Zodiac so | can take it on a 
road trip. There isn't another product that can do 
all that. We also believe that the display is 
absolutely the most critical hardware component 
in a mobile entertainment product, and Zodiac 
offers higher resolution (480x320) than both the 
PSP and DS. [The PSP's screen resolution is 
480x272, with a 16:9 widescreen format com- 
pared to Zodiac's 4:3 ratio—Ed.] 

As for pricing, think of what you'd have to buy to 
approximate that kind of functionality and flexibil-. . 
ity. At minimum you'd need: 














Rio Forge 128MB: $140 
Tungsten T3: $350 


Sony PSP: $200 


That's almost $700 for a ton of gear that you 
can't even fit in your pockets! 

While we expect Sony to ship a solid product, 
the company is also making many technology 
trade-offs that our target segment may not appre- 
ciate. For example, the PSP is significantly larger, 
thicker, and heavier (9.2 ounces) than the Zodiac 
(6.3 ounces), uses a proprietary operating system, 
offers a much narrower range of capabilities, and 
uses a new proprietary media disc (UMD) for the 
sale and distribution of games, music, and videos. 

While Sony's PlayStation Portable is positioned 
for "fun" and may appeal to a younger demo- 
graphic, the Zodiac is positioned for "fun and func- 
tion" and was designed to deliver a higher pocket- 
value, better lifestyle fit, and personal usefulness 
for our target segment. 

Nintendo is an impressive company with a well- 
known global brand and a great mobile videogame 
platform. They clearly own the young kid market 
(particularly the 8- to 12-year-old male demo- 





. not effectively addressing the mobile 


»»Tapwave's cofounder explains Zodiac's more bang, more buck approach 


graphic). We expect Nintendo to continue to domi- 
nate this younger market segment in the coming 

years and possibly start attracting the teen market 
with their new DS product. 

With this in mind, it’s also important to note that 
today's core videogame demographic has grown 
older (with an average age of around 28 today). 
Nintendo's brand and technology platform are still 
ifestyle 
needs of our target age group and do not deliver 
the richer entertainment value and functionality 
that Zodiac was specifically designed to do. 

Today, there are no real indications that adding a 
second screen will enable Nintendo to move 
upstream to an older customer segment. There are 
also a lot of unanswered questions about the true 
value of having two screens, particularly since this 
has added significant size and weight (9.7 ounces) 
to the platform. Adding touch-screen capabilities, 
like the Zodiac has, is a great improvement and 
does enable more direct and interactive gaming. 











PG: Your game lineup doesn't seem to have 
any big exclusive titles. Do you see that as a 
problem? 

BC: Zodiac games come from numerous sources. 
Currently, we have nearly 50 titles for sale in our 
store. Sources of these titles include: 


first-party publishers 

second-party partners such as Fathammer 
independent third-party developers 
Palm-compatible titles 


.9 9 9 9 


Our first-party strategy is typically to publish 
known, licensed triple-A titles that we believe will 
rock on the Zodiac. We do have one original Zodiac 
exclusive coming very soon, a total remake of the 
Epyx classic California Games. This game will pro- 
vide new events, characters, and graphics and a 
totally updated gameplay experience. 





“While Sony’s PlayStation Portable 15 
positioned for fun’ and may appeal to a 
younger demographic, the Zodiac 15 positioned 


for fun and function" 


The Specs >> 


System Memory 

годас1: 32MB 

Zodiac2: 128MB 

Processor 

Motorola i.MX1 ARMS (200MHz) 
Graphics 

ATI lmageon W4200 (8MB SDRAM) 
Display 

3.8-inch transflective screen 
480x320 resolution, 16-bit color 
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> >Because normal PDAs are boring 


Hockey Rage 2005 


Category: Sports >> Players: 1-2 people >> Developer: Fathammer Ltd. >> Publisher: 
Fathammer Games > > Release date: Available now 





Now that the crybaby millionaires have packed up 
their skates, picked up their pucks, and gone home, 
videogame hockey is the closest youre going to get 





to Todd Bertuzzi violently slamming your face into the 


ice. But perhaps that's for the best. 

Hockey Rage 2005 on the Zodiac isn't a simulation; 
rather, it's an arcade-tinged take on the game in the 
vein of Midway's NHL Hitz and Wayne Gretzky's 3D 
Hockey. Developed by the budding mobile studio 
Fathammer, Hockey Rage uses a proprietary 
middleware called X-Forge 2 that was custom 
designed for the Zodiac’s ATI graphical guts. 

The lack of “professional” hockey this year doesn't 
bode well for the future, so now's the time to get on 
the bus, take out the Zodiac, and slam some guy to 
the ground. (We're talking about in the game. Mostly.) 
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Animated Dudes 


Category: Action > > Players: 1 person > > Developer: Titan Interactive >> 
Publisher: Titan Interactive > > Release date: Available now 





Category: Action 
Publisher: Little Giant Games > > Release date: Available now 


Players: 1 person > > Developers: Little Giant Games >> 








Take three dudes and animate them and you've got yourself some animated 
dudes. But what is to be done with these dudes once you have gone to the 
trouble of animating them? Put them in a side-scrolling platformer and pit 
them against some animated enemies. Channeling the spirit of Lost Vikings, 
each dude has his own unique attributes which encourage a little bit 

of strategy. 
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Xploids is a top-down space shooter highly reminiscent of Subspace, a 
popular online PC game circa 1996. In both games, the objective is to steer 
your ship through the provided levels while keeping an eye on damage, 
shields, and fuel usage and blasting away at enemy threats. Obtain the level 
key to unlock the exit and move on to the next level. Think of it as Asteroids 
on steroids. 


ID BB 








Gloop Zero 


Category: Puzzle > > Players: 1 person >> Developer: Aeonflame > > 
Publisher: Aeonflame > > Release date: Available now 





The award for Least Informative Screenshot goes to Gloop Zero, a puzzle 
game that asks you to direct globs of varying colors to their respective exit 
points. Think Lemmings, but with more liquidity. There are about 100 
premade levels to gloop through, but the inclusion of a level editor means 
you'll be glooping all over the place for a long time to come. 





Firehammer 


Category: Shooter > > Players: 1 person >> Developer: Fathammer Ltd. > > 
Publisher: Fathammer Games > > Release date: Available now 








Those lamenting the lack of old-school shooters may find respite in 
Firehammer, a vertically scrolling shooter in the vein of Ikaruga and Radiant 
Silvergun. In the spirit of those great Treasure games, Firehammer features 
complex and large stage bosses, a scoring system based on attack chains, 
and nostalgic 2D parallax and sprite effects. 
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MTX: Mototrax 


Category: Racing > Players: 1 person > > Developer: Activision >> 

Publisher: Tapwave > » Release date: Available now 

MTX: Mototrax is based on the PS2 game of the same name. It doesn’t have 
true 3D gameplay, but rather features an isometric view of the exciting world 
of motocross. The three major styles of the sport are represented here in 
portable form: motocross (standard outdoor courses), supercross (short 
indoor tracks that launch bikes high into the air), and freestyle (in which the 
rider proceeds to “get tricky’). 
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C-64: The Games Bundle 


Category: Sports >> Players: 1 person > > Developer: Warthog > > 
Publisher: Tapwave > > Release date: TBA 








If the idea of a California Games remake appeals to you, then you're probably 
already aware of С-64: The Games Bundle, which features officially emulated 
versions of the original World Games, Winter Games, Summer Games, and 
California Games. It goes without saying that these Commodore 64 games 
have not aged very gracefully, but the beauty of emulation is that it can 
transport you back to happier times, when you dreamed of being a 
professional pole vaulter. 
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ADVANCE 
WARS 


Strategy warfare with a new dimension 


hile the basic turn-based strategy 
premise of Advance Wars isn't 
going to change all that much 
with this DS incarnation, the 


extra screen offered by Nintendo's portable is 
being put to good use. 

In Advance Wars on the Game Boy, air- and 
ground-based units share the map, meaning 


SYSTEM: DS 
PUBLISHER: Nintendo 
DEV: Nintendo 
GENRE:Strategy ^ 
PLAYERS: Unknown 


you can't position, say, a helicopter at the same 
coordinates as a tank. That's all changed on the 
DS, as ground-based units wage war on the 
bottom screen, while aerial hardware stays positioned on the 

upper screen. 

Advance Wars for the DS also offers a new survival mode in which 
you work under a time limit—which is presented as a missile fired 
at your location—to defeat your opponent. Again, the two screens 
are put to good use, as one shows the action while the other keeps 
you apprised of how close the missile is to the battlefield. This will 
be a great mode for those who find turn-based strategy just a tad 
too boring. 

And, of course, since multiplayer is a huge part of the first two 
Advance Wars games, AW on the DS will feature wireless multiplayer 
matches. No word yet on how many players will be able to take part in 
each battle or whether each player will need his own cartridge. 


e ИШЕ SELECTS 


ESRB RATING: RP 





9 


WÊ 8 CAMPAIGN - 


& SURVIVAL 
_ | COMBAT 








RUNS 


Now, take your animal friends with you! 





very once in a while, a game comes out 

of nowhere and ends up being a smash 

hit. Hardly anyone who gave the 

GameCube version of Animal Crossing a 
chance could deny that the game is addictive and 
provides a bewildering level of fun. 

Its amazing how much time can disappear while 
youre digging up fossils, fishing, catching bugs, 
planting trees, and running errands for a bunch of 
animals who cant seem to return the things they 
borrow on their own. 

It helps that the game uses the console's internal clock to move the days in 
real time. Time of day, day of the week, seasons, holidays—it's all there, 
providing a changing landscape and a somewhat fresh experience from one 
session to the next. 

But as good as the GC version of Animal Crossing is, there are a few things 
that could be improved. Letter writing, an intricate part of the game, is slow and 
awkward, as is inventory management. Both of these seem made for the DS' 
touch screen. 

The touch screen will also make it easier for players to create designs at the 
Able Sisters, one of the most popular 
features in the GC version. 

ost exciting is the promise of 
Wi-Fi multiplayer capabilities: While it 
is possible for players to visit each 
others’ villages in the console 
edition, there is no easy interaction 
between players, even those living 
in the same town. Nintendo hasn't 
revealed exactly what multiplayer 
features will be available, but 
hopefully there will be more than 


just the ability to trade your items ae NINTENDO 


and patterns with a friend. У оо 
a оо ў 


intendo also promises a host of ЖАШЫ 


other DS-exclusive features, all ; ~ 
making Animal Crossing DS one of the 5545. 26 




















most anticipated games of 2005. 2 
Look for it this fall. 
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`` Mario and pals feel the need for speed 


ario Kart may be one of the most 
highly anticipated DS games out 
there, but Nintendo's been mum 
on any details about Mario's new 
racing title. Luckily, we can figure out a few 
things based on these screenshots. 

Mario Kart on the DS looks as though it will 
feature eight drivers per race, but whether that 
means we'll be able to link up eight DS systems 
in multiplayer is unclear. It also appears that 
the dual-character system on Mario Kart 
Double Dash for GameCube has been dropped in favor of a more 
traditional MK experience this time around. 2 

It's also not clear how—or if—touch-screen functionality will be a 
factor in the actual gameplay, as it seems all the bottom screen on the 
DS is going to do is show the course map, lap times, and current 
standings. That’s still pretty cool though, since it frees up the top screen 
from all the standard racing-game clutter. Some of the screenshots here 
also show which item each driver is carrying, which could play a huge 
part in the strategy of each race. 

Otherwise, Mario Kart on the DS is shaping up to be one of the better- 
looking games on the system. If it doesn’t end up taking advantage of 
the touch screen, at least we'll still have another solid racing game on 


our hands. 






Game 
Data 


SYSTEM: DS 
PUBLISHER: Nintendo 
DEV: Nintendo 


GENRE: Racing 
PLAYERS: Unknown 
ESRB RATING: RP 
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PikaPika COURSE 


OKEMON 
ASH 


` ^ Did someone forget the go-karts? 
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Data ~ 


SYSTEM; DS 
PUBLISHER: Nintendo 
DEV: Marigul 

GENRE: Racing 
PLAYERS: 1-6 

ESRB RATING: RP 
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CASTLEVANIA DS 
Another puzzle game to touch you -Evil creeps onto two screens 


ne of the problems with Nintendo’s 





innovative new system is waiting for Ga me ose as kept 2D gaming alive like 
developers to create games that Data astlevania on the Game Boy Advance Ga mea 
take advantage of the innovation. and no e vampire Kitters are coming Data 5 
биге, it’s cool to see a map on screen В or be SYSTEM: DS o the endo DS. Taking place one —— 
able to call plays in Maddden, but those are PUBLISHER: Nintendo ear after the GBA title Aría of Sorro e ne SYSTEM: DS 
. more gimmick than great. DEV: Nintendo astlevania stars the same hero, Soma PUBLISHER: Konami 
. Four months after launch, there are still only BU T e Soma has to atea gto DEV: ran 
а few DS games that really take advantage of ESRB RATING: E esurrect the one and only Dracula. The asb Ты 
the system, but Nintendo is working to remedy a replica of the Co astle, and yo ade ESRB RATING: ЕР 
this as quickly as they can. 5 о disrupt their pla g a variety of weapons to 
Out of nowhere comes Polarium, a new puzzle game that really makes ay monsters and collect enemy souls for ne 
use of the touch screen. attacks and 
Tiles fall from the upper-screen in patterns, and the player must draw е ed ene agic Sea em—after bosses аге 
. lines on the touch screen to flip them over. Black becomes white, white eakened, yo ollow onscreen prompts to draw a magic seal and lock up 
becomes black and as horizontal lines are completed they disappear. All- eir power for good. Fail and the ene get some power back and the fig 
in-all, pretty standard stuff. О е 
What makes Polarium worth watching is the solid gameplay and its Details are e about how the second scree be used, thoug 
fantastic support of wireless multiplayer. Not only can players go head- placing the always-handy castle map o a likely choice 
to-head wirelessly, but players can also trade original puzzles with each Producer Koji вага eated the PlayStation cla phony of the Nig 
other. Plus, in an inspired move, players will even be able to beam over a and three superb series games on the GBA, so fa be frothing at the mo 
demo version of the game to those without a cart. o play Castlevania for the D en it la e a 


. 5 good to see some solid offerings coming from Nintendo for the DS. 
Now, if they would only get Metroid and Animal Crossing finished. 
































































































































































































































































































































RAYMAN DS 


aming’s favorite limbless hero 
returns this March in the much 


anticipated Rayman DS. 


All of Rayman’s signature moves are 
intact, and with more than 45 areas to explore, 











сате 
Data 


SYSTEM: DS 
PUBLISHER: Ubisoft 
DEV: Ubisoft Montreal 


GENRE: Platform 
PLAYERS: 1 
ESRB RATING: E 
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8 SYSTEM: 05 


PUBLISHER: Nintendo 


። DEV: Nintendo 
E GENRE: Platform 
5 PLAYERS: 1-2 























this adventure is shaping up to be one of his ESRB RATING: E 





grandest yet, while giving the DS some much s 0 0 & Go is broke o two 
needed platforming action. ds of stages—Baby Mario falling fro е 
Some may find the use of the DS’ touch screen a bit disappointing, as ork, and Yo 2 g around once he land 
it is utilized primarily for inventory management and progress and health e Baby Mario is falling, the ed to create cloud barrie 
tracking. While this may not seem particularly innovative, neither does around enemies and cloud platfo oslo all. On the ground, Yo 
it force the game into false innovation for the sake of doing something a ow eggs, eat enemies, and jump, a e the stage scrolls forward 
“cool.” automatica om collecting co 
And while it doesn't appear Ss o drawing platfo e g 
that Rayman DS will break any 2 Gg HAG 798 т ontrolled е and we 
D Y new ground, fans of the series ЈЕ ean eve g 
EN CE should be pleased with the @ em e game will offe ple 
ta iA " P combination of great gameplay, d i d es (a rare move fo endo 
c FS ዳ a long adventure, and just enough 5 and a wirele O-player ve 
P [^ ^ use of the DS' features to make ode whe ore shelve 
- it worthwhile. ono p Hn = a 
9 ፖ 
Ф SCORE 
эщ _ 9 # 
ox ሪር ሄጄ 
о == 4 * 








» 
i 8 : ec (is FROGGER 
espite all o p g ata y the time the PlayStation was 
available fo d SYSTEM: DS released, Frogger had become just SYSTEM: D 4 
опе g 0 out о PUBLISHER: Majesco nother old arcade game, more likely о 
avor as to make new releases а DEV: Shin'en to answer a trivia question than grab GENRE: Platf 
GENRE: Shooter > А - : Platform 
апа е g eve ee anyone’s attention. But the franchise was PLAYERS: 1-4 
at genre e spaceship shooter, and PLAYERS: 1-2 resurrected by two popular PlayStation ESRB RATING: Е 
ESRB RATING: RP ። ። : 
a ajesco has a game e pipe games, bringing the series into 3D and taking 
a provide shooter fa a Frogger beyond simple highway crossing. 
Developed by the team responsible for the GBA shooter Iridio Konami looks to bring that success to the DS with a new version of 
anostray offe e same top-do e at has served games o the series. No dramatic changes are on the way, with Frogger again 
ese type e Space Invade e grap ook great and the use romping through 3D environments in search of items and adventure. 
of the to een for radar and weapon selection looks to be a solid The DS' second screen gets a light workout here, serving only as a 
desig oice display for Frogger's health, 


items, and current score. The 
stylus also sits this one out, as 
Frogger will be controlled with 
the D-pad. Not all the DS' 
additional features go to 
waste, though, as the game 
will include wireless multiplayer 
for four players. 
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NN at Cine SUPER 
CLASSICS рети DL Data 











г SYSTEM: DS 
ompilations of retro games have M T mm | ) ለ apice Nintendo 
ИЕ И УМА ТИНА GENRE: Compilation grex din 
БДЫ е Да: ብይ PLAYERS: 1-4 PLAYERS: 1 
Т о ЭЕ е I: ИЧТИ ESRB RATING: E аге Princess Реа ore than a ESRB RATING: ЕР 
with graffiti artists. "Tagged" versions of 10 | | elple его ostarring role 
classic arcade games will come with remixed graphics and gameplay, a ears ago per Mario Bro 
including entirely new challenges designed for the DS’ stylus and and the whole g was о 0'5 d But no ዐ 
second screen. А ? е опе kidnapped, and Pea off to per P р 
Don't worry old-schoolers, the original versions will also be included. pe ore of the high-floating, umbrella ging a ee B2 and 
Choose from Pong, Missile Command, Asteroids, Breakout, Centipede, per Smash Bros. Melee for the GameCube. From ea eensho OO e 
Tempest, Warlords, Gravitar, Lunar e bottom D een holds the actio 
Lander, and Sprint. Depending on the e the top screen shows our fa 
game, you can compete wirelessly , 3 Princess reacting 
against three friends or against one ? ) g around when Pea 
friend using the same DS. enters Toad's store e top scree 
Graffiti fans will appreciate the owing gameplay and the botto 
artists Atari has chosen, including ee gite o word yet о 
REAS, Delta, and Shepard Fairey ether the game de other D 


when the game arrives in March. 
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ЗОМВЕРМАМ раса ETAL CL E 
Б Bata * Ё# MOON DS 








SYSTEM: DS SYSTEM: DS 
o videogame em would be PUBLISHER: lways wanted to touch your farm они Natsume 
omplete out a version o Я с ; animals? Natsume is making your ከ. interactive 
Bomberman, especially a е Ree ates dream come true with a ПАСА GENRE: RPG 
playe PLAYERS: 1-8 of Harvest Moon for the Nintendo PLAYERS: 1 
Bomberman D de support for up to ESRB RATING: RP О о TESELA И етапи АБИ А ДЫ ESRB RATING: E 
eight players acro о screens of mayhe of tasks with your livestock, ranging from 
e two areas are connected by pipes and milking cows to washing horses. 
eep any one screen from getting too crowded playe The top screen will display your character as you traverse the farm, 
е as yet to be ded, b eb ophone be while the bottom will show all available tools or a broader view of the 
ed to detonate remote-control bomb а рћа ዐ gle farmland. The second screen will also provide extra info and 
player make e of the second screen for a 3D version of the entertainment during random 


conversations and fishing trips. 

The familiar Harvest Goddess is 
now joined by a mysterious witch, 
and loyal series fans are in for a 
special reward—insert your copy of 
Harvest Moon: Friends of Mineral 
Town into the DS’ other cartridge 
slot for bonus features. 


BEE 
AE 


SIME 
PONT 























































































































Comic Mischief 
Mild Violence 
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Beat him down! 





WARIOWARE: И й 
ASPHALT 
n ВАМ СТ 





^^An education in proper stylus use 
he first Warioware taught us that 








a game doesn't have to be deep Са me m 7 7 Another mediocre racer for the DS 
or graphically beautiful to be tons ን Н ; om 1 б 
of fun. - Data TT = EZ 
It was only logical that the wacky minds that SYSTEM: DS pha ba eally a bad 
had us picking noses on the GBA now have us PUBLISHER: Nintendo game g average e ame 
ріскіпе поѕеѕ оп ни 05, опіу їһіѕ ERE Һе DEV: Nintendo A ou would ooking at a D ata 
stylus and a touch screen. GENRE: Mico-games eature oug 0 d 
Warioware: Touched features more than 180 PLAYERS: 1. a collection of licensed vehicle e ab ob SYSTEM: DS 
new “micro-games,” all which use the DS's ESRB RATING: Е ew cars and upgrade vehicles alread о PUBLISHER: Ubisoft 
special features for control. Tap, rub, drag and ollection, several tra е eal-world DEV: Gameloft 
blow on the microphone to control the warped action. The concept isn’t ocations, and a eatured championship mode. Ж ОЉА ДОНУ 
original—XX/XY Feel the Magic did it first on the DS, but the games here е еп you see the game otion, there PLAYERS: 1-4 
are well designed, well organized and well...a lot of fun! othing visib ong е, it loo e an old | ESRB RATING: E 
Each character has a specific type of game—poking, rubbing, dragging, 64 racer, but most DS games are g out to loo 
etc.—and each character must be played e N64 titles anyway. Aspha OO ontrols well enough, and doe 
through several times to unlock all ofthe —^ |. , , æ. ook at all bad. In other words, it looks and feels gene 
games in that character’s album. Additionally, Боске! ot ag One of the major contributing factors to Aspha 
a toy-room full of bonus items and minigames | ed a lack of focus. On the one hand, the ፳፪ ket q 


can be unlocked by completing each GRAPHICS: =] game has all the trappings of a hardcore ato Score 





cheers amar MEME Raa 8 ድአ ር ብሽ cones Е 
i ne isn’t 466 E d visuals remind one a 
Even after each of the character’s game sets though. ana TeallZe It Paneles exa e any or the зтаце an average-looking 
have been completely played through, players Еи Very ehicles. Or hit a moving ramp at а strange angle o N64 game. 
can return to the albums to play each micro- ddictive. о get fired into the air straight off the edge for some GAMEPLAY: Solid 
game until it’s beaten. as fun as explicable reaso ddenly you're playing a cheap control despite being 
Overall this adds up to plenty of gameplay, nal. Ridge Racer knockoff and nothing more confined to a digital 
enough to keep fans occupied for hours. 5 : Not about Anda e case ost of the Nintendo D d-pad, but the overall 
Unfortunately though, it isn't without some : a es, Asphalt takes almost no advantage o 2 gets really 
shortcomings. There is no reward for e syste que capabilitie e you can use Regia КЕ 
completing individual albums (though there eto een to navigate through vario e effects and music 
may be one for completing all the albums—’m at's abo e extent of it. Otherwise, the botto get the job done, but 
still two albums away from finding that out) ee ed to house a ap, standings, and don't leave a lasting 
and that makes the time of playing through ap time e theo a ears the top screen o impression. 
each game over-and-over occasionally dreary. er, b ea aving all that importa 00 ‚ OVERALL: A driving 


Also, there are a few balance issues in the a separate screen is actually worse e you have to 028 











album mode. But nothing too terrible. ake your eyes off the road in order to che the job done, but 
Most annoying is the complete lack of any e end, Asphalt Urba ends up being le du 
multiplayer mode. This is the type of game an the of its parts, and a game most people 
that screams for wireless multiplayer. ave forgotten ever existed b e next yea 
When it's all said and one, Warioware is still ou са on the cheap ght be worth a 
one of the best DS games and one of the only purchase. But a ands right no 0085 5 
t-i DS titles. —Marc Camron OUT OF TEN | ough the О е racing game on the 
must-own DS titles Marc Cai 8 EE b neg ا‎ OUT OF TEN 
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TIGER WOOD 
NO RORE 


А^Моге holes than Pebble Beach 


ow! I’m not sure where exactly 
things went wrong with the DS 
conversion of Tiger Woods. 
Perhaps the game was rushed to 
make a 2004 release. Perhaps EA just tried too 
hard to innovate. Whatever the reason, this 
version of Tiger Woods is one to be avoided at 
all costs. 
The problem isn’t the graphics, sound or 
features. This is a Tiger Woods game and the 
production quality is admirable. Where the 


(ame 


Data 


SYSTEM: DS 
PUBLISHER: EA 
DEV: EA Sports 


GENRE: Sports 
PLAYERS: 1-4 
ESRB RATING: E 





title gets tripped up is in game control. In an attempt to utilize the 
touch screen, players now control their swing with either the stylus 
or thumpad, dragging the tool back and forth in a circular motion. 
This mechanic doesn't work at all. It is inaccurate, difficult and 
ultimately makes an 18-hole game more of a chore than it should be. 


Putting is even worse, the aim and fire 


method of putting making it too easy to over- || 


| рос ket ду 
| Score 4 | 


or under-shoot the hole. Add that to the 
difficulty in reading the hole and putting 
turns into a trial-and-error nightmare. | tried 
for hours to get the hang of it to no avail. 

What is surprising is the deficiencies in the 
interface that could have been easily fixed 
with proper use of the touch screen. Things 
like club selection, reading the fairway 
and the green, etc. could have benefited 
from being placed on the lower screen while 
gameplay occupied the upper. Instead, 
players must navigate menus to 
accomplish these seemingly simple tasks. 

With Tiger DS, EA would have been better 
served to innovate less and merely use 
the system’s tools to enhance the game’s 
presentation rather than its play. 

Perhaps this is the greatest problem with 
` DS games so far. Developers are excited with 
the possibilities of the system but still don't 
know exactly what to do with it. Hopefully in 
the future they will figure this out and start 
making games that shine through their 
gameplay rather than gimmick. 

—Marc Camron 


GRAPHICS: The 
graphics are níce and 
clear, and even 
include some fancy 
3D effects. 
GAMEPLAY: 
Swinging with the 
touch screen just 
doesn’t work. 
SOUND: The sound 
is OK with the 
exception of some 


lame music tracks 
OVERALL: EA tries 
to innovate with their 
first DS golf game, 
the end result is 
double bogey with 

a penalty shot. 
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KEEPER 


`^М a hippo here anda ро пише. 


AM C NE WEM Кош 








d 
game fra ompanyand KESIAN ай 
О OD O О О 
рреа ይ е D D Data : 
оо Keeper is a puzzle game that apes the wild SYSTEM: DS 
popular computer game Bejeweled. Because о PUBLISHER: Ignition 
е cant give high ma or originality, b a Entertainment 
doe ea atte same does it doe DEV: Success 
all. and when take e pile of game mode GENRE: Puzzle 
S andre Б reat dE PLAYERS: 1-2 
DE oF ESRB RATING: Е 
e andard game na e pia aKe O e role 
О Or ZOO кєере агееа ва а 
О 2 200: Ed evet give e pla a certa 
amo ога а а spe Der Or ea O 
apture. Animals are captured b g groups о ү #2 
ፎሮ, ወ отр ed D apping оа а расе 
M e E እን GRAPHICS: 
ор 5 T Excellent, funky 
асва оока уеп туре aready In раве anime meets Lego 
Additionally power-ups appear оп the screen and characters are sure 
be tapped to be claimed. Some of these де – io nake you smile. 


ber of anima adds a diffe 
ер е game 

gyo gamepla 

ely on combos and speed 





GAMEPLAY: Fast, fun 
and addictive. This 
вате will make the 
hours disappear! 
SOUND: Not the 
best part of the 
game but certainly 
not a detraction. 
OVERALL: The only 
problern with this title 

О is the 540 pric ар. 
ectio At half the price it 
would be a must own. 
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Forget walking, Mario has some great wheels 
he can use to get around the game board! 





ADVANCE 


All the great gameplay from Nintendo’s long-running 
console series is finally coming to the GBA 


A game with Mario saving monkeys from 
drowning? Well, it’s about time! 





Also of note is the 
game's lack of support for 
Nintendo's new GBA 
wireless adapter. The 
game seems like a natural 
fit for this peripheral, and 
you'd think Nintendo 
would want to support 
the device with its first- 
party games. 


This isn't to say we | ር Mario and Luigi ina ጠቁ battle. Finally, 
arent looking forward to taking Mario Party 


К Luigi’s pent-up angst сап be released. 
Advance for a spin. If the minigames are well 


designed—meaning they have variety and don’t 
suffer from the lack of an analog stick—this game 


ven though many critics believe the 
Mario Party series has declined a bit, 
the six console installments for 
Nintendo 64 and GameCube have 
remained popular among gamers. 
Now, Nintendo is making it possible to take the 
action on the road with Mario Party Advance. 
The game is structured in much the same way as 
its predecessors. Players travel around game boards 
and challenge each other (or computer opponents) 
to various minigames. Mario Party Advance features 
more than 60 new minigames that, once unlocked, 
can be played at any time. 
Players can even open up some of Professor E. 
Gadd's wonderful gadgets (remember him from 


PLAYERS: 1 
ESRB RATING: Е 














Luigi's Mansion?), which can then “be used in the 


real world.” These gadgets, such as the Finger X-Ray, 


make for some amusing extras, assuming, of 
course, the player is in grade school. 

ndeed, this game 
skews even younger 
than the console 
versions of the game, 
which is OK as long as 
the minigames end up 
being good. We do have y 
a few gameplay-related р | 
concerns, however. ኣ f 
First is the fact that 
this version of Mario 
Party only supports 
play for up to two 
players. Why the 
developers decided on 
this limitation when the 
GBA easily handles 
four-player action is 
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could still be a kick to play. 
Our suggestion is to proceed with caution and an 
open mind, and maybe we will all be in for a 


pleasant surprise when the game hits store shelves. 
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DK: KING OF 
SWING 


> Finally, a game for real swingers 





f there is one thing Nintendo does well, it 

is promoting innovative ideas and 

concepts in its games (see the WarioWare: 

Twisted! preview in this issue for another 
example of this). DK: King of Swing doesn’t rely 
on any gimmicky hardware to innovate, but 
rather a unique control scheme. 

In KOS, you use the left and right shoulder 
buttons exclusively to control Donkey Kong. 
Each button controls one of DK's hands as he 
swings on pegs, controls levers and cranks, 

and takes on baddies. 

There's no walking around and jumping this time despite the game's 
platformy look. Instead, you just swing from place to place and attack 
enemies with what Nintendo calls the "charge tackle" (although it 
assures us it is trying to think of a different name). 

The story is the usual silly Donkey Kong fare. King K. Rool has stolen 
the medallion meant for the king of the jungle, and his minions have 
kidnapped Diddy, Dixie, and Funky Kong. As usual, it's up to DK to get 
them back, find the medallion, and make sure the king of the jungle 
ceremony goes forward as planned. 

DK: King of Swing features a unique combination of puzzle and 
platform gameplay. Donkey Kong must use his swinging abilities to leap 
from area to area while collecting bananas, solving puzzles, and having a 
swinging good time. 


SYSTEM: GBA 
PUBLISHER: Nintendo 
DEV: Paon 

GENRE: Action 
PLAYERS: 1-4 

ESRB RATING: E 
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HUGO: [HE 
EVIL MIRROR 


» Егееге ’em. Міх ’em. Smash 'ет 


artoon series in Europe. So popu Game 
ady be din PELE 
: ከ sc i SYSTEM: GBA 


PUBLISHER: Namco 
ow, Namco 15 bringing Hugo to North America in a DEV: ТЕ 


pa games for the Game Boy Advance. The О GENRE: Action 
6 o0: The or—an action-p e game PLAYERS: 1 
~ Е ESRB RATING: Е 
at, fro at we've played aping up like a 
OSS betwee ario Bros and Dig Dug 
e story conce go, of course o has bee prisoned inside a О 
by thee a. She’s broke e or and scattered the shards deep 
e fore ou (playing a go ow have to retrieve 
ach level co of a set of platfo a batch of ang onsters, and 
a ber of monster generato go eapon of choice is a freeze ra 
orks acro ort distances to slo ansform enemies and monste 
generato о ice cubes. Once you've frozen all of the enemie a leve go 
agica ed away to the next level to do it all over aga 
bes can be picked up, pushed, and used as stepping-stones—enabling 
go 0 b up to those hard-to-reach areas—b e neato ere 
at you can also bes togethe 
and shatter them to reveal bo % 
blo eash a powe ega 
onste OU са en re-freeze 
or an even better bo 
ете told the final game 
de 60 leve 6 different powe 
p ite 6 bosses, and three 
d etting 
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WARIOWARE: 
TWISTED! 


As if Wario wasn’t twisted enough 


he original WarioWare, while being 

perhaps one of the strangest games G ame 

ever made, proved to be one of the Data 

most innovative, fun, and completely 
whacked-out games ever released on the GBA. SYSTEM: GBA 
EEE CECE еа PUBLISHER: Nintendo 
attention-challenged player makes for the СОЕ ето 
perfect on-the-go gaming experience. pra P EAE 

It helps that the game's design is completely ESRBR ATING: E 
addictive and filled with enough humor to make 
up for its occasionally repetitious nature. 

This spring sees two new WarioWare games— Twisted! for the GBA and 
Touched! for the Nintendo DS—and both look to be well designed and 
different enough to warrant picking up. 

Like the Game Boy Color title Kirby's Tilt т’ Tumble, Twisted! features а 
cartridge with a built-in motion sensor, allowing players to control the 
onscreen action by actually moving their GBA. 

More than 200 new microgames have been designed to take 
advantage of the tilt sensor—enough to convince everyone around you 
that you're having some kind of seizure. Additionally, the games on each 
level are randomly generated, creating a much more replayable 
experience. In fact, one might have to play through the whole game a 
few times to see all of the different games. 

There are more than 130 collectibles to gather, as well as characters 
and bonus games to unlock, giving gamers plenty to strive for. Between 
Twisted! and Touchedl, Wario fans are in for one seriously warped spring. 








POKEMON 
EMERALD 





They’ 





hat could Nintendo’s prolific 
Pokémon franchise have to offer (С ате 
next? No, not a totally new game. Data 
But fans can look forward to a 


re running out of gems 


series of new battles, new tournaments, and SYSTEM: GBA 


even Pokémon taunting in the upcoming 
Pokémon Emerald. 


This remix of t 


difficulty with a number of extra combat areas, 
including a massive park known as the Battle Frontier. 
The Frontier awaits at the end of the game for players 


he Ruby and Sapphire games ups the 


ESRB RATING: RP 





who seek an extra challenge after beating the elite 


four. You will find 


a number of rare Pokémon here, along with a chance at 


winning special types of berries. 

No Pokémon quest would be complete without bumbling rivals, and Emerald 
puts both Team Aqua and Team Magma on your tail. You can now fight each of 
the eight gym leaders multiple times, and normal battles can suddenly turn 
into a double-team fight when a second enemy trainer jumps into the skirmish 


midway through. 





The Battle Frontier isn't the only new area where you can catch 'em all. 


The Battle Dome includes a special challenge that allows for only three 
Pokémon, and the Battle Tube has 


three different entrances, each with 
their own unique path toward the 


same goal. 





intendo hasn't released any 
specific details about the U.S. version, 
but expect an Onyx-sized commotion 
from the company when Pokémon 
Emerald launches later this year. 




































































































































POPEYE: KUSH 
‘on SINAC 


He’s strong to the finish 


et you didn't know that Popeye is a 

long-distance runner, or that Bluto, 

Olive Oyl, and Wimpy are his toughest 

> competition. It's true! In Namco's 

upcoming Popeye: Rush For Spinach, the whole 
gang gets embroiled in a competition to 
decide who gets to save the world from an evil 
witch—and the winner is the toon that crosses 
the finish line first! 

The levels are side-scrolling and full of the 
kinds of platforms, spike pits, switch-doors,and 
bouncy trampolines that you'd expect to find in a Mario-style game. So 
too, each of the four characters can run, jump, and use his or her arms to 
reach out and yank-back the person in front of them. 

Unlike traditional Mario-style platformers however, each level in Rush 
For Spinach is a race to the finish against three opponents. To help you | 
reach the finish line first, every level is packed full of useful items, like 
spinach cans that kick-in a boost of speed, power-ups that can shock 
your opponents or transform them into chickens, and numerous toys 
that you can ride for short periods. 

Seriously— you'll be able to drive cars, grind on skateboards, bounce on 
pogo sticks, paddle rowboats, and take to the skies in rockets. 

Look for Popeye to race into stores this April The final game will offer 
four playable characters, 11 different race levels, and five play modes, as 
well as link-cable support for two-player competitive and team play. 


Game ኳሄዘ 
Data = 
SYSTEM: СВА 


PUBLISHER: Namco 
DEV: Magic Pockets 


GENRE: Platform 
PLAYERS: 1-2 
ESRB RATING: E 
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FORCES NAVY OPS 


Did someone forget the go-karts? 


orces, b ogameswere ШӨ 
е Р ое ro à O | У DLO р Data 
e series ta on und SYSTEM: GBA 
eapo de 0 PUBLISHER: LSP 
A bioterrorist group has found a way to enginee Cames 
per soldie believable strength. and vou are DEV: LSP Games 
መመ. opone the Ө анто GENRE: Shooter 
51 ር rd s асна Ета PLAYERS: 1 
Ө ESRB RATING: RP 
о Meta g fans, о adds a fe 
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E Combat E 12 
doesn’t look or play . 
| anything like the Ac 

Combat games that : 





SYSTEM: GBA 
PUBLISHER: Namco. 
BES DEV: Human Soft 
መመጩጩ GENRE: Action 
МАШИНИ PLAYERS: 1 
ESRB RATING: T 


the changes that were made to 
“pocket-size this game, it still — 
holds up as a solid portable. 
-dogfighting sim. | | 
-Right off the bat, the fi rst thing ` 
уои b notice is the ЕЕЕ 





> isn't 3D. Instead, Ace Со! 
` view similar to the one seen in traditional shooters such as. 

— Raiden and 1942. Unlike in а typical shoot-em-up, however, 

here you can steer your plane anywhere you'd like within the 
_ large area that makes up each mission's map. 
Compared to the visuals in other top-view games on the GBA, 

. the graphics in Ace Combat Advance aren't particularly 
“noteworthy. Enemy vehicles, factories, and bases are easily - 
visible, as are the various enemy airplanes, but there are ል 8 
dozen or so different objects that are кз constantly. . 
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; ላ “share of fun. There are 12 missions in total and 10 different 
i planes to pick from, which are unlocked by completing . 
missions with an “S” grade. Mission variety is good. Between _ 


“we've "ve seeni on PS2, but even after all - straight-up killing = sprees, patrols, and escort missions, es 4 









jew he ገፎ Ace Combat Advance delivers its- 


won't feel like you're stuck doing the same old thing. - 
Fans of the series will appreciate some of the little _ 


_ touches that were carried over from the console games, 
. such as automatic takeoffs and landings, a constantly 
- updating waypoint radar system, and the ability to summon 
a РАНА ያ | aircraft at дуў үг —Frank Provo. 




























3 Кедеи tontrols loy you to veer | 0 
` course > and sneak behind remy, planes. 


[^ > Tap the Select 

button to call in 
the refueling/repair plane. 
Do it while you're bombing 
an enemy base so that you 
don’t waste time waiting 
for it to show up later. 









| GRAPHICS: The 
ability to fly freely 
over terrain 
makes up for the 
dull 2D map and 

| airplane graphics. 
GAMEPLAY: It's 
relatively easy to 
duck under enemy 
missiles and turn 
back around for 

ME multiple attack runs. 

| SOUND: Generic. 
OVERALL: Very 
different from the 
PS2 games, but still 
a fast-paced and 
somewhat fun 
dogfighting sim. 


| 
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ast year’s sports minigame 
roundup Ham-Ham Games 
was a disappointing break 
from the Hamtaro series’ 
fun adventure and puzzle-solving 
roots. Thankfully for Hamtaro fans, 
Rainbow Rescue returns to the 
successful formula found in 

Game Boy Color’s Ham-Hams 
Unite! and its GBA sequel, Ham- 
Ham Heartbreak. 

That said, Rainbow Rescue still shakes things up in a big way by 
abandoning Ham-Chat, the hamster language that had gamers 
learning one word at a time in order to communicate with other 
hamsters in previous games. 

The gimmick this time around is that you arent limited to 





ESRB RATING: Е 





playing as just Hamtaro and Bijou. The whole gang (including Boss, 


> >IF IT MUST BE 
LABELED AS A 
KIDS’ GAME,” THEN 
RAINBOW RESCUE IS 
AT LEAST A PRETTY 
GOOD KIDS’ САМЕ... > > 
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Some Hams will 
ive you items or 


clues. If you ever get 


stuck, try 
talking to 


oing back and 


ће same Hams 


—sometimes they'll have 
something new to say. 


HAMTARO: RAINBOW RESCUE 


Hamtaro and friends join forces to find the missing colors of the rainbow 





Oxnard, Maxwell, Cappy, and Penelope) can join your party, trailing 
behind Hamtaro like the extra Links in The Legend of Zelda: Four 
Swords Adventures. 

The number of Hams you have in tow dictates whether you can 
push or lift certain heavy objects or uproot different sizes of 
vegetables (for better or worse, you spend an awful lot of time 
uprooting veggies in Rainbow Rescue...). 

Item hoarders will be happy to learn that there's still a collecting 
element to the gameplay: Now instead of collecting Ham-Chat 
words, you're armed with a sticker book that holds all of the 
stickers you find along the way. And there are hundreds of them. 
Stickers can be traded between friends using the Game Boy 
Advance Link cable. There's also a coloring book in which you can 
fill in black-and-white pictures using a rudimentary color palette. 

The original Ham-Hams Unite! and, to a lesser extent, Ham-Ham 
Heartbreak were at least playable by adults. However, the series is 
definitely moving into the kids-only realm. As if the stickers and 
coloring books weren't a big enough clue, the minigames that 
were so charming in previous games are simply too short and easy 
this time around—and there are way too many of them that must 
be played before new adventuring areas can be unlocked. 

Still, if it must be labeled as a “kids’ game,” then Rainbow Rescue 
is at least a pretty good kids’ game. While it's too bad that more of 
a balance couldn't be struck between pleasing both an older and 
younger audience, Rainbow Rescue has the kind of cleverness and 
attention to detail that the makers of Barbie and Britney games 
should pay attention to. —Erin Bell 
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у, › If you find an 
area to be too: 


difficult, stop, kill some 
monsters, and level up. 
Once уоште at the right 

_ level, advancing should 
be a breeze!, ) 





ПАШ ТЕП 




















must state up front that | am 

biased toward the games in this 

compilation. The NES Final 

Fantasy games (along with the 
first Dragon Warrior) were my first 
forays into roleplaying of any kind. I 
found myself drawn into the 
gameplay style, the storytelling, and 
even the turn-based fighting. To this 
day, I’m in the minority of gamers 
that doesn't mind all of the random 
battles found in newer RPGs. 

When Square Enix released Final Fantasy Origins for the PS1, | 
found myself happily playing through Final Fantasy | again and 
thrilled with the opportunity to play through FFI for the first time. 

Now, less than two years later, | find myself playing through the 
games one more time, and although | know the stories, | still sit on 


the couch grinning like an idiot every time something 
cool happens. 

What is fantastic about the GBA FF 1 & Ilis not only the crisp 
graphics and sound (every bit as good as what's in the PS1 version), 
but the retranslated story. The text has been tweaked, making this 
undoubtedly the best English translation ever of an FF game. 

Some of the extras featured in the PS1 release have been 
excised for space reasons, which means no art galleries or huge 
cinema sequences. Instead, in-game cut-scenes have been 
included that, in this reviewer's humble opinion, fit into the game 
much better anyway. 

The game has been tweaked to accommodate portable play. 
Players can save anywhere, making it much easier to pick up the 
game for five or 10 minutes on the go. 

Most exciting, however, is the additional gameplay Square Enix 
added exclusively for this version. There are the requisite new 
items included—weapons, armor, and more—to keep things fresh. 
But the real excitement begins when players unlock the four all 





















>> THIS IS 
UNDOUBTEDLY THE 
BEST ENGLISH 
TRANSLATION EVER 
OF AN FF GAME...> > 
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new Soul of Chaos dungeons. 

Beating each of the four Chaos forms unlocks one of the 
dungeons. Featuring enemies from Final Fantasys Ill through VI, this 
amazing addition also includes randomly generated layouts, rare 
items, and more. 

Not to be outdone, Final Fantasy Il includes the additional Soul 
of Rebirth story line. Picking up after the original game ends, this 
new story adds approximately 20 percent more gameplay to the 
already respectable quest. —Marc Camron 
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CHAN ЈЕ MEMORIES. 






































"А диск, а dog, and а boy playing with a full deck 


Kingdom Hearts fans 
spring for a portable 
- version of their favorite 






SYSTEM: GBA 
PUBLISHER: Square оТ УА 
Enix/Disney Interactive ፪፪ Just make that GBA game a link _. 


DEV: Square 
[Сел ире: between the two sequels, and voila, 


GENRE: RPG 
PLAYERS: 1 
ESRB RATING: E 


feels more like a retrofitting of the _ 


Donald, and Sora will revisit most of 
the same Disney worlds, meet the same characters, and even 
deal with a lot of the same plot points. The rub is that none of 
the characters actually remembers any of this happening the 
first time around, although a lot of them suffer from a major 
case of déjà.vu. And therein lies the mystery. 

The big change in this portable adventure, though, is that 
it’s been fitted with an entirely new card-based fighting and 
navigation system. While battles still play out in real time, 





ow do you make legions of 


RPG when they could just wait for — 


: with: ‘Sora running around and swinging his keyblade at - 
whichever form of Heartless happens to be attacking, each 
tap on the Attack button will use a new card. 

_ Cards range from standard attacks to magic spells to 
- summons (you know, like Simba or the Genie). Play a card - 
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Many familiar Disney worlds are 


. represented in Kingdom Hearts, from 
_ Monstro’s belly to Halloween Town to 


Wonderland. | 


If don't h 
> > to have the ion 


card for a particular 6 room, 
it’s backtracking time. So 
be sure to search through 
legions of Heartless in 

order to find all the cards. 





GRAPHICS: Bright, 
| colorful ; 





































































































































































































































































































































































































































































































































































































you've got an instant must-own title. 
`` Honestly, though, Chain of Memories 


original story than a new game. Goofy, _ 


that's got a higher number on it than the card your opponent 
is playing, and you get to attack. Play a lower number and. 


suffer a card break, which leaves you open to attack. 


This game is charming and enjoyable to play Perd 


recommend it wholeheartedly. Besides, you want to know how 
Kingdom Hearts II starts, don't you? 


—Greg Sewart 








worlds per 
GAMEPLAY: 


SOUND: About as 
good as possible. 

OVERALL: A very 
solid, fun package 


| that should please 


both hardcore card- 
game players and 
casual RPGers alike. 
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У In the obstacle- 
course areas, be 
aware of your options 
—if a monster is placed in 
your path, use it to 
double-jump your way to 
something good! 


KLONOA 2: 
DREAM CHAMP TOURNAMENT 


Mind-numbing fun 


о the uninitiated, the long- 
delayed Klonoa 2 (released 
in Japan in 2002) might look 
like just another cutesy, 

SYSTEM: GB anime-inspired side-scroller. It’s a fair 

PUBLISHER: Ni first impression, thanks to the 

В Pokémon-like character design апа 

SUE lighthearted dialogue. But once 

PLAYERS: 1 У : : 

ESRB RATING: Е you jump in, you'll soon realize that 
this is very much a thinking man's 
action game. 

The story revolves around an adventurer's tournament that the 
vaguely feline-esque title character a iends have been 
invited to compete in. The contest stret across five themed 
worlds, each containing nine levels and ‹ ditional unlockable 
area for expert players. Throughout these levels, you'll find a series 
of carefully constructed puzzles and a copious amount of gems 


> »|F YOU ENJOYED 
MARIO VS. DONKEY 
KONG, THEN KLONOA 
21S DEFINITELY YOUR 
TYPE OF GAME...>> 












and other baubles to collect. 

Most of the gameplay mechanics revolve around Klonoa's 
ability to grab monsters out of the air, which he can then use 
to execute a handy double-jump maneuver. The first few levels GRAPHICS: Lo 
keep the puzzles light and fairly simple, but the game becomes за 
exponentially more complex as you progress into the later areas, 
where you'll find wind chutes, wall switches, and a healthy cast 
of monsters that can be used to affect the environment in a 
multitude of ways. Each world also has a fast-paced obstacle- 
course level, as well as a frantic boss fight that plays out in the e 
form of a timed race. ш ү 

And all the while, you'll be accumulating a constant stream of SOUND: The n 
colorful trinkets. Each level has 30 gems, three star crystals, and 
a sun fragment to collect—all of which figure into your final rank. 
Finding everything isn't always easy, and in some of the more 
advanced areas, the puzzles can become just a bit too complicated. 
This is especially true in the underwater levels, where you'll don a 
scuba suit that slows your movement speed to an annoying crawl 
Fortunately, the frustration factor isn’t too high during most of the 
game—but when it is, the game becomes downright vexing. 

Let's put it this way: If you enjoyed Mario vs. Donkey Kong, then 
Klonoa 215 definitely your type of game. Not only is it fun and 
action oriented, but it often forces you to think—carefully, no less. 
There are few games these days that can honestly make that 
claim, and it's worth weathering the ever-so-slight level of 
frustration to enjoy a game that can. Pokémon it ain't. OUT OF TEN 
—Ryan Scott 
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Be sure to get a 
gger wallet, or 


you'll waste all kinds of 
discovered caśh. You can 
fuse kinstones with the 
mayor to obtain a bigger 
wallet than the first one. 


THE LEGEND OF ZELDA: 


THE MINISH САР 


` ` Honey, | shrunk the Link—Nintendo’s hero goes on his smallest adventure yet 


othing shows trust like 
giving your greatest 
franchise to another 
developer, and Flagship 
has now developed not one, not two, 
but three portable Zelda games for 
Nintendo. Oracle of Ages and Oracle 
of Seasons were big hits on the Game 
ESRB RATING: E Boy Color, and The Minish Cap 
continues the streak of success on 
the Game Boy Advance. 

Princess Zelda has been turned to stone by an evil mage in 
search of the power behind the Hyrule throne. The king needs the 
help of the picori, a race of tiny people visi o children. That 
leaves the job to young Link, who learns how to shrink down into 
picori size and talk with the elflike creatures. 

The young Link design is based on Zelda: The Wind Waker, and 


>> THE GAME REALLY 
SHINES WITH FLUID 
ANIMATION AND 
CRYSTAL CLEAR 
MUSIC...>> 
















Minish Cap marks the first 2D appearance for many characters, 
from the merry band of carpenters to the industrious gorons. 
Considering the big changes here, these characters help the game 
keep a solid Zelda feel. 

There are fewer dungeons to be found and much more outdoor 
exploration—many of the major items are found in the overworld. 
The normal enemies can pack a punch, but the game's bosses аге 
few and fairly simple. Most of the challenge comes from figuring 
out how to shrink into picori size and explore the world. 

Not content with the usual items, Flagship has tossed in a 
variety of new widgets, from the jump-enabling Roc’s cape to the 
suction power of the gust jar. Link even has a number of extra 
sword moves, including rolling and jumping slashes. The items 
make for some extremely clever puzzles, and the new sword skills 
are required to defeat some new enemies. 

Extras are hidden for the eager explorer, including pieces of 
kinstones. Every person in the world has half a kinstone, and your 
goal 5 to fuse their half with a matching half of your own. Not 
everyone always wants to fuse, and the rewards are partially 
random, keeping things unpredictable. 

The character sprites are roughly Super Nintendo quality, but 
the game really shines with fluid animation and crystal clear music. 
In fact, the only sign this game didn't come straight from Nintendo 
is the occasional confusion about what to do next. 

But even if the design isn’t quite as elegant as console Zelda 
games, The Minish Сар is still miles ahead of everything else. 

—Ed McGlothlin 
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CAR ASSEMBLY 
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ዘ ЕШТТЇП-ЕПШР В BUTTON-BACR | ПОПЕ фет 












































" | . Choose your upgrades carefully. Неге? а 
hint: Start with the tires. 










































































































































































› › Some of the 


shortcuts aren’t 
so secret—look for the 
telltale green dollar signs, 
which often mark the 



































entrances to alternate 
routes. 
































































































































An old genre gets a bit of a face- lift 

















































































































































































acing Gears Advance, the 

debut title from Calgary, 

Canada-based developer 

Orbital Media, is a well _ 
crafted and strangely addictive 
little 2D racer in spite of its 
lackluster пате. __ 

The goal is to choose one of 12 
characters (who each drive licensed 
vehicles from such auto makers as 
Mitsubishi, Chevrolet, and Dodge) and 

build a career while racing through 
_five circuits and 24 tracks. 
Players can use the money earned from successful finishes 


бате m ie 


SYSTEM: GBA 
| PUBLISHER: Orbital 
Media 
DEV: Orbital Media 
GENRE: Racing 








PLAYERS: 1-4 
ESRB RATING: E 


to upgrade their vehicles with better engines, armor, weapons, | 


· turbo abilities, and tires. Tires, in fact, play an important role in 

-the game thanks to unpredictable weather conditions and 

- varying snow, dirt, and pavement track surfaces. Pity the 
driver who fails to equip the Rain GT tires when the forecast 
calls for showers. 























































































































The upgrades, combined with having to repair car damage 
(which can reduce the car's top speed) and paier outfit 

































































- the vehicle with different tires to respond to different track 


terrains, offer enough micromanagement to, keep things 


interesting without becoming overwhelming. 


Like many 2D racers, steering is done ' ን 
style. The driving itself is fast-paced and smooth, and the 
саг5 performance improves noticeably with each new engine 
and tire upgrade. It’s also possible to purchase weapons such 
as missiles, slippery oil, and mines to use against opponents, 
but combat isn’t really integral to the driving and ш 
never comes off as gimmicky. 

Racing Gears Advance's biggest strength is its tracks, which 
are all superbly designed with clever obstacles and hidden 
shortcuts to discover. Care was obviously taken to weave a lot 
of little details into the environments, yet the graphics aren’t 
overly ambitious to the point that the Game Boy Advance can’t 
handle them—a result of the smart decision to stay in 2D. 

An autosave feature rounds out the well-polished package. 

If there's a complaint about Racing Gears Advance, it’s that 
the cars are small enough that they can be hard to distinguish 
from one another if their paint jobs are similar and they're all 
boxed together. 

While there's nothing truly groundbreaking about Racing 
Gears Advance—in fact, it's a definite throwback to classics 
like the NES’ Micro Machines—its clever track design, 
challenging yet manageable difficulty, and airtight gameplay 
make it one of the most enjoyable GBA racing games to date. 

—Erin Bell 





GRAPHICS: The 
graphics reflect a lot 
of attention to detail. 
GAMEPLAY: 
Everything is rock 
solid, physics are 
realistic, and the cars 
are easy to control. 
SOUND: The music 
functions well 
enough as 
background audio. 
OVERALL: This title 
distinguishes itself 
from over-the- 
shoulder 3D racers— 
it's a reminder that 
good things are still 
being done in 2D. 
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T 


У У Take advantage of 
the “Change Kits” 
option to select different 
uniforms for either team if 
the defaults are too 


lar. 


FIFA SOCCER 20 


One of the premier sports franchises gets tweaked for 2005 


he amount of detail that 
Electronic Arts manages to 
pack into the Game Boy 
Advance version of its 
SYSTEM: G soccer blockbuster would be 
PUBLISHER: = impressive on a console, let alone a 
uie е handheld. FIFA 2005 boasts а 
selection of more than 500 clubs 
from the British and European 
leagues and even world teams, each 
with up-to-date team rosters and 
uniforms. During matches, a vocal crowd reacts to the action 
by cheering, booing, and singing, and the game has a number 
of micromanagement options that let players adjust 
everything from a team’s field formation to ability levels to 
the length of the match. 

New to the 2005 edition of FIFA is the excellent career mode, 


> > FIFA 2005 PROVES 
ITSELF AS A GREAT 
PICK-UP-AND-PLAY 
SOCCER GAME...> > 


PLAYERS: 
ESRB RATING: Е 





which lets you take on the responsibility of managing a chosen 
team through five seasons while working to achieve the goals set 
out by management. For a weaker team, the goals might simply 
be to win 10 games and keep from finishing last in the league. 
For powerhouse teams like Manchester United or Arsenal, 
however, the management will expect nothing less than first 
place in the division. 

The control scheme isn't ideal, but does the best it can with the 
GBA limited button layout. Depending on the context (attacker, 
defender, or goalkeeper), the move list allows players to pass, 
shoot, or lob the ball as well as sprint, hard tackle, and do a slick 
one-two pass. Even though things like being able to deke and do 
fancy footwork are absent, the move list has enough variety to 
keep things interesting, and it creates a more strategic game 
based on passing and positioning. 

Because there aren't enough buttons on the GBA to assign a 
separate button to each move, certain moves are executed by 
holding down more than one button at a time. (L + A lobs, for 
example). FIFA 2005 is one case where the N-Gage outperforms the 
GBA—the N-Gage version of the game has far more intuitive and 
natural controls thanks to the system's ample buttons. 

Once the awkwardness of the control is mastered, however, FIFA 
2005 proves itself as a great pick-up-and-play soccer game. 
Matches last mere minutes by default (although this can also be 
tweaked), making it great for short bursts of play. Though not 
perfect, it's still an excellent portable soccer experience absolutely 
jemmed with features. —Erin Bell 
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~ » The return of the bear and bird 


riginally announced as Diddy Kong 

Pilot, this game has been in G ame ር 

development since the first days of Data - 

the GBA. After Microsoft purchased 
Rare, the game needed to be retooled without 
the Nintendo-owned characters. 

While it took longer than originally expected, 
the end result was worth the wait. 

On the surface, Banjo Pilot is simply a cart 
racer, and most of the standard cart racing 
features are intact: power-ups to throw at 
other racers, boost pads (here in the shape of rings to fly though), and 
plenty of good, goofy cartoon action. 

What sets the game a bit apart from the most of the others is the 
flying aspect. All races take place in the air, adding an extra dimension to 
the gameplay. Now, when a player drops a block in your path, you can go 
around it, over it, or under it. 

Altitude must be controlled to get through 
the environment, and players must be in the 
right position to get through the all-important 
boost rings, which can mean the difference 
between finishing first or fifth. 

Along with the standard grand prix mode, 
Banjo Pilot also includes a time trial mode and 
a fun “jiggy challenge" just to mix things up 
a bit. 

There are plenty of characters to unlock, 
cheats to find, and trophies to win, all making 
for hours of fun. 

Rare knows how to make cart racing games, 
and it seems the company has been absent 
from the genre for too long. Hopefully it will 
soon take its expertise and make a new 
console racer for its longtime fans. 

—Marc Camron 


SYSTEM: GBA 
PUBLISHER: THQ 
DEV: Rare 
GENRE: Racing 
PLAYERS: 1-4 
ESRB RATING: Е 





GRAPHICS: Nice 
er graphics 


MEPLAY: Solid 
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ICE NINE 


> » Been there, Doom that 


L 4 ш ш жж M ш ш ш 6. 


praised for being able to p off a rela e SYSTEM: GBA 
erience PUBLISHER: Bam 
Е аага 3 е а е Ga Entertainment 
Dav ል £ ር 2 AMEND А like DEV: Torus Games 
à Я E GENRE: Shooter 
BUB : PLAYERS: 1-4 
ESRB RATING: Т 





also a ard tO acce ea porta ap 
and its level objective information due to the Rocket gg 
рипеа а оте a gia g example O ore 
ON E Мера PS ко пау accommodated GRAPHICS: The 3D 
€ More Comto cao y OY Qe GIGAS TUS SECO engine is solid, but 
een to having the map open at a es.B the backgrounds 
perhaps tha ome e seque are disappointingly 
atp ena e Nine's co oweve bland. 
blandness. You control a CIA age ough а numbe GAMEPLAY: 
of “cove О other words, the plo Weapons are run of 
obire WS Haven't ESE, ре суа: Sarnia woes forthe the mill, and combat 
= > can be sluggish. 
Picea МО еге SM SOUND: The music 
е apart o e OUNCE rera а is passable, but the 
ould enable tne game to transcend е а sound effects are 
atio B dated and 
unimpressive. 


OVERALL: Being 3D 
isnt impressive for its 
own sake anymore. 
There has to be more 
to back it up, and Ice 
Nine doesnt deliver. 


OUT OF TEN 


Enter to win a portable 
console of your choice! 
Sony PSP, Nintendo DS, Game Boy 
Advance, Nokia N-Gage QD, 
Tapwave Zodiac, or Gizmondo. 


Just log on to: 
http://gamersvoice.1UP.com 


Click on the survey name: 
2005 Portable Gaming Study 


and type in this unique ID Code: 
portables 


Complete all the questions 
in the brief survey and enter your 
name into the sweepstakes 
to win a portable gaming device 
of your choice! * 


Be one of the first 500 people to 
complete the survey and we will 
DOUBLE YOUR CHANCES 
TO WIN! 


Which 
portable 
gaming device 
will you buy 
їп 2005 





* ONLY ONE ENTRY PER HOUSEHOLD. 
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>>Now that Nokia’s system has settled іп, 2005 will bring the biggest battles 


he year 2005 will be a very exciting 

one for portable gaming, and Nokia 

hopes that N-Gage won't be left 

behind in the tide of excitement for 
newer systems like Nintendo DS and Sony PSP. 
The little game phone is finally coming into its 
own with a sleek redesign in 2004 and some 
software that takes advantage of its network 
functions, making it a more attractive option 
than ever before. 

Still, the company is going to have to work 
hard to keep the N-Gage alive: Nokia has only 
sold 1.3 million units worldwide, which is less 
than half of the Nintendo DS’ install base—prior 
to that unit shipping in Europe. However, the 
N-Gage offers pleasures you can’t get anywhere 
else. We spoke with Gerard Wiener, director of 
network game solutions for Nokia’s games 
business unit, to find out more about its future. 


PG: The handheld wars are about to heat up 


with the introduction of the Nintendo DS and 
Sony PSP. What’s Nokia doing to compete? 
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Gerard Wiener: According to some estimates, 
mobile gaming will grow into a $6 billion 
industry over the next four years. That's a huge 
market for many companies to compete in and 


` complement each other. We have to remember 


what we at Nokia do best: We connect people. 
So we need to focus on developing titles that 
are not only exclusive to the N-Gage, but also 
have N-Gage Arena capabilities built in. Playing 
against a friend on the same bus is cool, but 
playing against your friend on another bus in 
another country is even cooler. 


PG: The N-Gage has had a rough go of things 
imagewise. What is Nokia doing to boost 
perception of the console? 

GW: We listened to concerns around the first 
N-Gage and reacted quickly to address them. 
Now we're focusing on creating games that 
really show off what is possible with the 
N-Gage, like Pocket Kingdom or Pathway to 
Glory. Without games, we are just another 
smartphone. 


PG: What does the N-Gage offer that the DS and 
PSP don’t? 

GW: Can you hold on for a second? My N-Gage is 
ringing. All kidding aside, what the N-Gage can 
offer and what we started to see during the 
2004 holiday Season is the mobile phone price 
structure. 

Carriers and retailers can work together to 
offer fantastic offers to the end user. Some 
carriers and retailers can even offer the N-Gage 
QD to consumers for free. You will not see that 
from the other platforms, as that is something 
unique to the mobile phone industry. 


PG: Do you think N-Gage can compete when it 
comes to exclusive titles? 

GW: Absolutely. Our first-party-published titles 
like Pathway to Glory and Pocket Kingdom have 
shown that unique and imaginative IP is not only 
found on the traditional platforms. Titles like 
Rifts and One will show that we can take what 
we have learned in a short time and create 
unbelievable gameplay. 





SPLINTER CELL 
CHAOS THEORY 


f there’s one big-name series that’s been 

with the N-Gage since day one, it’s 

Splinter Cell. This time out, the game is 

more exciting than any of its 
predecessors—it’s fully 3D for the first time 
ever on the N-Gage, based on the technology 
that powered Ghost Recon: Jungle Storm. You can even hide in the 
shadows thanks to the N-Gage’s dynamic lighting. 

Using the N-Gage’s numeric keypad, you control the game like an FPS, 
even though Sam Fisher is in full view. This is a seamless way to handle 
things, so expect to be sneaking in seconds. You can even crouch, climb, 
capture enemies, and use them as human shields. The game will feature 
original levels that have never before appeared in any other Splinter Cell 
game. Thanks to the N-Gage’s Bluetooth wireless capabilities, you can 
even go co-op. If any game can win fresh N-Gage converts, this will be it. 


SYSTEM: | 


PUBLISHE 
DEV: Gameloft 


ESRB RATING: M 





РОСКЕТ 
ነ ከ 





| SYSTEM: N-Gage 
PUBLISHER: Activision 


-Men Legends on the PS2, Xbox, and DEV: Вазе 


са | GENRE: RPG 
GameCube was an exciting new wrinkle PLAYERS: 1-4 
in the genre, and the N-Gage version, ESRB RATING: | 


while not identical, looks to be ап 

exciting new game for the handheld—it features 
the same story and the same ability to control a party of four mutants. 

The gameplay is typical for an action-RPG; you'll explore environments, look 
for loot and items, and bash enemies. You can smash furniture and other small 
obstacles, or search desks for hidden goodies. Each character has his or her own 
mutant power, so finding the best combination for your team will be key, as it 
was in the console title last year. RPG staples like leveling and hidden areas are 
also on tap. Best news of all: The game has multiplayer, making it a must-buy 
for RPG fans whose friends also own N-Gages. 








Game т 
Data ~ 
SYSTEM: N-Gage 


PUBLISHER: Activision 
DEV: Infinity Ward 


H 


z he series owned PC gamers in 2003 
with its original incarnation and in 
2004 with its expansion pack. Then it 
stormed consoles with an incredibly 


popular version. Is there anywhere these ADDE А 
Н ›. 2 LT 7 a 17 
soldiers won’t go? Not anymore—they’re ESRB RATING: T 


available anywhere, because they've brought 
their firepower to the N-Gage. 

As you'd expect, the game follows in the footsteps of its big brothers 
in arms. If you're not in the know, it's a World War lI-themed first-person 
shooter featuring Russian, British, and American soldiers fighting it out in 
some of the most exciting battles of the war. Better yet, you can go 
head-to-head with other N-Gage-equipped grunts once you've 
completed the 11-mission single-player campaign. If you can't find local 
competition, you can post your records on the N-Gage Arena for the 
world to see. 
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WWE AFTERSHOCK 


he N-Gage is finally getting some 
holes plugged with the arrival of new 
games in previously unrepresented 
genres. THQ is bringing its popular 
and exclusive WWE license to the handheld, 
and there’s little doubt that anyone with even 
a passing interest in the sport will want to 
give this game a shot. A pile-on of WWE 
superstars such as Triple H and Kane seals the deal. 

Of course, it’s not a full-featured wrestling game if you don’t have 
more than just 1-on-1 matches. King of the ring, tag team, and 
submission matches are just a few of the options here. Bluetooth 
wireless multiplayer is a must, of course, so it’s in here as well. The most 
important facet of a WWE game—the wrestlers’ signature moves—are 
also included, making each match really matter. Smooth graphics on top 
of the robust gameplay will make this a true N-Gage pleasure. 





GENRE: 
PLAYERS: 
ESRB RATING: T 
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FOUND THE er y a i | 





my irst the Red Sox win the World Series, 
шщ then a flock of Arkansas razorbacks flies 
=== past my window, now this—a good- 
ES bordering-on-great game for the N-Gage. 
If Betsy Michaels calls me to accept my prom 
invitation, we're looking at the apocalypse. 
Strategy fans will love Pathway to Glorys clever, 
turn-based combat, and the absence of grids gives it 
amore realistic feel than other entries in the genre, 
matching the gritty, militaristic style of the game very 
well. The single-player tactics are somewhat lacking, 
| though, as clever use of snipers will get you through most of the campaign. In 
| multiplayer, intelligent foes and a strict time limit force you to make better use 
| of the entire squad—cover fire becomes very important. | just wish “move” and 
| "shoot" weren't mapped to the same key; | frequently 
| 





he SSX series revitalized the flagging 
| snowboarding genre on consoles, 
clearing away the avalanche of me- 











EM too titles on the market and adding a had men moseying up next to the enemy instead of р k i - 
dose of humor and style. Now the series has 73953 * shooting, leaving my soldier defenseless and me OCKE 

come to the N-Gage, bringing with it an craving an “undo” command. Still, N-Gage owners ore 
adrenaline rush of powder-pounding tricks and as speedy a ride as the should get this one quickly...before the dead riseand | 
little phone can manage. all that four-horsemen malarkey kicks in. 

Ten playable characters make up Out of Bounds’ roster. Each one of 
these snow bunnies is uniquely styled. The set of 28 different tricks is 
the icing on the cake. The game’s 11 environments and variety of tracks 
will keep you flying off moguls until well past the time you should have 
put the N-Gage back in your pocket. There’s even a scaled-down version 
of the “conquer the mountain” mode that debuted in SSX 3. 
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uestion: What is one of the most widely 

played games in the world? Answer: 

Snakes. Yes, Snakes—the cell phone 

‚ game where you control a few 

зпаке Ке dots. Now, the ubiquitous game has 
been remade in 3D. The mechanics, however, are 
basically the same as the original’s. You navigate 
a snake through the playfield, powering up and 
growing in length. Later levels ease you into the 
third-dimension play mechanic, as you move your = 
snake above and below the playfield. 

Best of all, the game looks like a trippy version of Troris lightcycle races 
running at a solid 20 frames per second. The 32 level sets (each consisting of a 
few stages and a boss battle) compose a loosely thrown together single-player 
“story” mode.The real reason to dig this, though, is the multiplayer, which can 
get pretty hairy in a four-player Bluetooth match. 
v much is this little time sucker going to cost 
? hing. It's totally free (visit 
w.snakesoutbreak.com to download). If you 
actually find someone else with an N-Gage, just select 
РА ГЕ S the “send вате” option on ће Main menu and it’s 
јагастег art ә н 
ed enemies done in less than a minute. Your new buddy has а 
look great. copy and youre ready for a snake-off. This could have 
Y: The been the Tetris of the N-Gage if it came out earlier. 
> multiplayer 1 
really cool, 
he gameplay 15 


Game 
Data 














5: Cool 

























with execution that 
doesn't quite live up 
to it. It has plenty of 
personality, but tha 
doesnt translate into 
instant fun. 











| Im about ne a 
ap up in this piece! 
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elcome to Pocket Games’ strategy 

for Final Fantasy !: Dawn of Souls, а 

re-release of a classic Nintendo 

Entertainment System game from 
1990. While it’s much easier than it was 
originally, the ability to challenge the game with 
differing teams gives it nearly infinite 
replayability. Square has also added four new 
dungeons to explore. 


To get started, you need to pick a team of four light 
warriors. You must choose your team wisely: While 
it's possible to win the game with, for example, four 
knights or four black mages, your team will be so 
skewed toward defense or offense that clearing 
certain dungeons or defeating certain bosses will be 
next to impossible. For the sake of this guide, we're 
going to use a very balanced team: one knight, one 
monk, one black mage and one white mage. Here's 
how the characters begin and how they transform 
after the Citadel of Trials. 








greater accuracy than thése of the ot 
The first character your መም ati al 
you see on the world ME er Tp 


character with the most НРЛБ о 
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Warr 


Warrior (Knight) 








Tig 


The warrior is the Sherman tank of Final Fantasy. 


Able to be equipped with the 


most powerful 


weapons and the most impregnable armor, the 
warrior should be the first character in your 


formation. The warrior can ta 


e a brutal physical 


attack from almost any creature and suffer 


miniscule damage compared 
other characters will suffer. P 
keep your team alive and well 


and long treks to the local inn. 


Once your warrior evolves 


to the beating that 
utting him in front will 
during boss battles 


into a knight, he'll 


gain a minor amount of MP to cast early white 





magic spells such as Cure. Т 


his can be a lifesaver; 


dont forget to buy the knight these spells once 


he transforms. 





White Mage (White Wizard) 


The white mage is your main 


support character, 


capable of healing individual characters or even the 


entire team at once. The white mage can re 
dead, cure poison, protect the team from 


nullify half of the damage fro 


and even perform other feats, such as ra 
character's evasion skill. Weak with weaponry. 


white mage has no offensive 


m elementa 


spells, exce t for Dia 


and Diaga, which take small amounts of life from 
the undead (zombies, skeletons, wraiths, etc.). 


Once the white mage becomes a wizard, she 











gains the devastating spell Holy, which punishes all 


foes with blinding light. 









Thief (Ninja) 

The thief isn’t as powerful offensively or defensively 
as the warrior or the monk, but he makes up for it 
with his incredible evasion. Many attacks aimed at 
the thief will miss. Не' a good second choice for the 
first position in a party. Because he can dance 
around opponents trying to inflict damage, he will 
land more consecutive hits than the warrior or 
monk, and these hits become more powerful when 
he transforms. 

The ninja, like the knight, can cast early magic. 
However, because he can cast Haste and Temper 
on himself, he can double the number of his attacks 
and increase the amount of damage that they 
inflict. 














Black Mage (Black Wizard) 
Physically the weakest character type, the black 
mage has the lowest amount of HP and will inflict 
almost no damage with weapons. But the black 
mage has the ability to cast devastating elemental 
magic; many of these spells can wipe out an entire 
group of enemies. He can also change the states of 
both his allies and his enemies with spells like Haste 
and Slow. The black mage will die almost 
immediately if placed at the front of a party. Hide 
him well in the back, where his allies can keep him 
safe but he can attack with long-range magic. 
Once your mage becomes a wizard, he will be 
able to learn Flare, a level 8 spell that can inflict 
upwards of 500 points of damage each on a group 
of enemies, regardless of their elemental class. 














Monk (Master) 

The monk is the mertial artist of the team, lethal 
with most weapons but best with his hands. Despite 
what the game tells you (ignore even the “optimal” 
option when equipping your team), don't give the 
monk a weapon throughout the entire game. The 
monk is not nearly as strong on defense as the 
knight—he takes much more damage—but he 
dishes out almost twice as much damage empty- 
handed as the knight does with any weapon. Only at 
the very end of the game does the knight become 
capable of dealing more damage than the monk. 
Keep him second from the top. 








Red Mage (Red Wizard) 

The red mage is a hybrid character—a jack of all 
trades, but a master of none. The red mage can 
equip some of the game's stronger weapons and 
can learn some of the more basic spells. 
Unfortunately for the red mage. his diversification 
means he will never truly excel at attack, defense, 
or white or black magic. The red mage is a great 
character to have around if you don’t wish to 
commit to the limitations of either the black or the 











white mage. 

The red wizard will gain the ability to cast some of 
the more powerful spells but will never reach the 
stature of the other two magi. He is a third-row 


character. 
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Rather than put together a step-by-step 
walkthrough, we've chosen to highlight some 
of the key riddles in the game and their 
solutions. After all, if we told you exactly 
where to go and what to do, the game 
wouldn't be that much fun now, would it? 


Rescuing Princess Sarah, 
defeating Garland 

Defeating the ex-knight Garland isn't that big a 
challenge, provided your team has been properly 
equipped with at least one offensive spell and 
several healing potions. You'll find him waiting for 
you in a crumbling castle to the north of Cornelia. 
ake sure you're at full health and MP before the 
battle begins (use a sleeping bag and save the 
game, too), then lay waste to him with your 
strongest attacks. Keep your weakest offensive 
character providing healing potions. Once you've 
recovered Sarah, the King of Cornelia will have the 
bridge across the river rebuilt and your quest will 
truly begin. 





Pravoka 

Cross the bridge and head through the forest to 
the southeast and you'll come across the town of 
Pravoka. The town is being ransacked by pirates. 
Visit an inn, save your game, and clear the town of 
those pesky swashbucklers by casting Sleep until 
they're all sawing logs. You'll find them in the 
northwest of the town. Beat them all and you'll 
earn a ship. Before you leave, you can buy 
Blizzard, Dark, Temper, and Slow for your black 
mage, as well as Blinda, Silence, NulShock, and 
Invis for your white mage. Don't forget to purchase 
armor and weaponry, too. 
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One night - 50 


Items 

Potion - 40 

Ether - 150 
Antidote - 50 
Eyedrops - 50 
Phoenix Down - 500 


Weapons 
Hammer - 8 
Broadsword - 450 
Battle Axe - 450 
Scimitar - 160 


Armor 

Leather Armor - 40 
Chain Mail - 65 

Iron Armor - 640 
Leather Shield - 12 
Leather Gloves - 50 


White Magic 
Blindna - 250 
Silence - 250 
ulShock - 250 
Invis - 250 





Black Magic 
Blizzard - 250 
Dark - 250 
Temper - 250 
Slow - 250 





Mount Duergar and the 
legendary adamantite 

Once you have the ship, head west and come up 
in the port on the west side of the mountains past 
Cornelia. Go south and you'll come to Mount 
Duergar, where friendly gnomes are mining for 
gold. Talk to them and you'll learn how to make a 
blind man see. You'll also learn that the gnomes 








need nitro powder to create a canal. Smyth, the 
smith, will tell you that he needs adamantite to 
create the most powerful sword in the world. 
Unfortunately, you won't be finding the 
adamantite for a very long time. 





Elfheim and Elven Castle 

The next destination in Final Fantasy should be 
Elfheim and Elven Castle. These are two separate 
towns and need to be entered separately from 
the world map. Don’t forget about the cottage in 
the upper right-hand side of the screen of Elfheim 
Castle that has a huge collection of treasures for 
you once you have earned the mystic key. To get 
to it, walk to the right to the point where it looks 
ike you're going to leave the town, then head 
straight up. 





n Elven Castle you'll learn about a sleeping prince 
and the mysterious medicine that can awaken 
him. Where could it be? 





| Healer: The prince 
ር for fine 


Inn 
One night - 100 


Items 

Potion - 40 
Antidote - 50 
Gold Needle - 500 
Echo Grass - 50 
Tent - 160 


Weapons 

ron Nunchaku - 160 
Dagger - 140 
Crosier - 160 

Saber - 360 


Armor 

ron Armor – 640 
Copper Armlet - 800 
Iron Shield - 80 
Leather Cap - 65 
Helm - 80 


White Magic 
Cura - 1,000 
Diara - 1,000 








ulBlaze - 1,000 
Heal - 1,000 
Poisona - 2,500 
Fear - 2,500 
ulFrost - 2,500 
Vox - 2,500 


Black Magic 

Fira - 1,000 

Hold - 1,000 
Thundara - 1,000 
Focara - 1,000 
Sleepra - 2,500 
Haste - 2,500 
Confuse - 2,500 
Blizzara - 2,500 





The Western Keep, The Marsh 
Cave, and the Elf King 

Explore westward, and in the Western Keep, a king 
tells you that he lost his crown and would be 
indebted if you could find it in the Marsh Cave for 
him. 


There's nothing too difficult about defeating the 
creatures in the Marsh Cave. Make your way to the 
hird basement and grab the crown from the group 
of chests. If you keep walking into the square that's 
in front of the chest which contains the crown, 
you'll be repeatedly attacked by piscodemons, 
defeating them is a great way to earn extra bling. 











Once you have the crown, head to the Western 
Keep. Give the crown to the Elf King and he'll 
reveal himself to be Astos. You'll find yourself in a 
boss fight, so be prepared before you go in. Use 
your tents or cabins to heal up your HP and MP so 
you're fully at the ready. Once he's dead, he'll give 
you a crystal eye. While it's useless for your party, 
there's someone else who might need it. 





xr 


Matoya's Cave, nitro powder, and 
the mystic key 

Once you've gotten the crystal eye, take it to 
Matoya and exchange it for the jolt tonic. Return 
with this to Elven Castle and use it to awaken the 
sleeping prince from his slumber. He'll give you the 





2» 


mystic key, which сап be used all over the land to 
open treasure chests and doors that were 
previously locked. Return to Cornelia Castle and 
grab the nitro powder from the storage room. Give 
this to the gnomes in Mount Duergar to blow open 
the canal to further explore the world. 

















jolt tonic mat 
to break the 
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Melmond 

There are some killer spells to be purchased in 
Melmond, but they cost a fortune. Here’s what 
the town has to offer: 


Inn 
One night - 100 


Items 
None (no shop) 


Weapons 

Crosier - 160 
Saber - 360 
Longsword - 1,200 
Falchion - 360 


Armor 

Knight's Armor - 36,000 
lver Armlet - 4,000 
Great Helm - 360 
Bronze Gloves - 160 
Steel Gloves - 600 


о 


White Magic 
Curaga - 4,000 
Life - 4,000 
Diaga - 4,000 
Healara - 4,000 





Black Magic 
Firaga - 4,000 
Scourge - 4,000 
Teleport - 4,000 
Slowra - 4,000 


Earth Cavern 

Be prepared before you enter this cavern. You'll 
find giants and lizards virtually every single step of 
the way. This is a great place to earn lots of gil 
quickly, though. Just be sure you don't get in so 
far you can’t make your way back out alive. This is 
the first real challenge the game will t 
way, so be sure you're prepared. You'll бе travelling 
through it twice, too. 











The first time through you'll find the vampire. anc 
the second time through you'll face the lich. 
of them are very susceptible to Fire and Dia spells. 
Be sure to have Haste and Temper ready to cast 
on your warriors. 
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Crescent Lake and the canoe 
Aptly named after the crescent-shaped body of 
water which enshrouds it, Crescent Lake is 
apparently the home of the only canoe in all the 
land. To acquire it, go to the group of magi in the 
upper right corner of the town and speak with 
them. You'll be granted the canoe, which will 
instantly appear on the world map whenever you 
walk into shallow water. You can also leave your 
ship directly to shallow water. 


You obtain 4 canoe. 


Inn 
One night - 200 





Phoenix Down - 500 
Tent - 160 


Weapons 
Mythril Knife - 640 





ythril Sword - 3,200 
ythril Hammer - 2,000 
ythril Axe - 3,600 


ythril Mail - 6,000 
ythril Shield - 2,000 
Buckler - 2,000 

ythril Helm - 2,000 
ythril Gloves - 2,000 











White Magic 
Stona - 13,000 
Exit - 13,000 
Protera - 13,000 
Invisira - 13,000 


Black Magic 
Thundaga - 13,000 
Death - 13,000 
Quake - 13,000 
Stun - 13,000 


Ice Cavern 

Here you'll find the evil eye that guards the 
mysterious floating stone needed to power the 
legendary airship. Make sure you have Fira and 
Firaga for your black magic to instantly wipe out 
any opposition you run into. Don’t leave by the 
staircase here in the middle of the third floor or 
you'll end up leaving the entire cave and will have 
to fight your way back down. 





Ryukahn Desert 

Once armed with the floating stone, head south 
past Crescent Lake to the small desert. Walk into 
it and the power of the floating stone will cause 
the airship to rise from the sands. To use the 
airship, simply walk on it and press A. Note that 
the airship can land only in grassy fields (a simple 
green square). Any other terrain is unsuitable. 
Best of all: no random encounters. 





Mount Glug 

Mount Glug can be a nasty place to visit if you 
don’t have Blizzard, Blizzara, or Blizzaga. Other 
than that, it’s pretty straightforward. All of the 











enemies within are related to fire, and many have 
attacks that will burn your entire party. Be sure to 
pick up NulBlaze for your white mage before you 
enter, as this alone can save your life. Inside you'll 
find lava that will cost each character in your 
party a single HP for every step that you take on 
it, so keep potions handy. You'll find many valuable 
treasures inside, so be sure to explore it 
thoroughly. 





Marilith the Fire Fiend is the final boss in this 
dungeon, and as you'd expect, she can burn you 
to a crisp. Once the battle begins, use NulBlaze on 
your party, give your fighters extra damage by 
casting Haste, then hammer her with your most 
powerful Blizzard spells. Keep at her and she's 
toast. 


Warilith 


Gaia 

A town far to the northeast and enclosed by 
mountains, Gaia has some powerful magic to offer 
your party. It also holds the mysterious oxyale, 
which is needed to explore the Sunken Shrine off 
the coast of Onrac. But to do that, you'll need a 
fairy... 


Inn 
One night - 500 


Items 

Hi-Potion - 150 
Ether - 150 
Phoenix Down - 500 
Tent - 160 

Cottage - 2,000 


Weapons 
Cat Claws - 52,000 


Armor 
Ruby Armlet - 40,000 
Protect Ring - 16,000 


White Magic 
Curaja - 30,000 
Diaja - 30,000 
Holy - 40,000 
NulAll - 40,000 








Dispel - 40,000 


Black Magic 
Blizzaga - 30,000 
Break - 30,000 
Stop - 40,000 
Warp - 40,000 
Kill - 40,000 


The Citadel of Trials 

class change 

As soon as you have the airship, your characters 
have the potential to change class. Warriors 
become knights, monks become masters, thieves 
become ninjas, and the various mages are 
transformed into wizards. Aside from just looking 
cool, the higher classes can equip more powerful 
weapons and learn more powerful spells. Also, the 
knight and ninja gain the ability to cast basic 
magic spells; having another character around 
who can cast Cure could mean the difference 
between life and death. 


To change classes, head to the Citadel of Trials 
way up north. Inside you'll find a man who will 
ominously warn your party of the challenges to 
come, but if your party is strong enough to be 
here, it's strong enough to defeat the challenge. 
Nevertheless, you'll find tough opposition inside, 
as well as a warp maze that will test your 
patience. The boss (a collection of dragon 
zombies) is all that stands in your way from 
acquiring the prize—a rat's tail. But your task isn't 
over. Head southwest to the nearby string of 
Dragon Islands, find Bahamut, the King of 
Dragons, and reap your reward. Once you've been 
transformed, don't forget to head back to 
Crescent Lake to grab Exit for your white wizard. 
Then head to Melmond for Teleport. These two 
spells can make a world of difference. 











Dragon 








"| 


You obtain a rat's tail. 





The caravan 
The caravan, hiding far in the northwest of the 
world, sells a bottled fairy for the low, low price of 
40,000 gil. You'll need this to unlock the secrets of 
Gaia, but once you've purchased it, more items go 
on sale. It’s directly north of the large desert. 





Bottled Fairy - 40,000 
Giant's Tonic - 1,500 - Temporerily raises max HP 
Faerie Tonic - 1,500 - Temporarily raises max MP 


Strength Tonic - 1,000 - Temporarily raises attack 
Protect Tonic - 1,000 - Temporarily raises max 
defense 

Speed Tonic - 1.000 - Temporarily raises agility 


о 


пгас, oxyale, and 

he Water Fiend 

here's а town to the east of the caravan where 
ои can stock up on supplies as well as obtain 

ew magic for your party. The town's great view 
of the sea isn't coincidental: the shrine to Onrac 
used to exist many years ago, but fell into the sea. 
Only someone with oxyale can survive to explore 


jr 


Ey 





PocketGames 87 














2? 


it. So where’s this oxyale, you might ask? 


You'll find oxyale from the spring in the back of 
Gaia (follow the path beyond the item shop in the 
northwest corner and turn right at the church). 
Unfortunately, your team isn’t capable of this, but 
the fairy in the bottle will fetch it if you purchase 
her from the caravan. Once you have the bottle, 
simply go to Gaia and she'll escape. Then go to 
the spring and she'll give you the oxyale as a 
thank-you gift. With the oxyale in hand, head to 
Onrac. 





[| по you Mant to get in th 


ou obtain th 





Inn 
One night - 300 


Items 

Hi-Potion - 150 
Ether - 150 
Remedy - 1,500 
Gold Needle - 500 
Cottage - 2,000 


Weapons 
None (no shop) 


Armor 
None (no shop) 


White Magic 
NulDeath - 30,000 
Healaga - 30,000 


Black Magic 
Saber - 30,000 
Blind - 30,000 


The Sunken Shrine 

Head to the fifth floor (to the top of the shrine, 
not the basement) and you'll find an enemy-free 
level where mermaids are waiting to be saved. 
You'll find more than 30,000 gil and а ton of 
weapons and armor for your party. On 
floor of this dungeon you'll find the 
which is necessary to finish the game 
find the chest that contains it—the la 
a room that can only be accessed by trav 
down a long passage in the upper left of 
hall. You'll end up on the opposite side of the 
as if you had flown your airship off the edge o 
world and ended up on the opposite side. Once 
you're equipped and have the Rosette Stone, 
make your way to the depths for the showdown 
with the Water Fiend. 
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Kraken, the Water Fiend, isn’t much of a challenge. 
He packs the rather damaging Thundara spell and 
can also blind your entire party at once by casting 
Ink. Other than that, he’s a bit of a pushover. Like 
the other boss fights, use Haste to speed up your 
most powerful attackers. Blast him with Lightning 
spells, and use NulShock to halve the lightning 
damage he throws your way. Once this oversized 
squid is on the shelf, grab the water crystal. 





Luftania and the Rosetta Stone 
The Rosetta Stone is the key to understanding 
the language of the Luftanian, who tell you where 
Tiamat, the Fiend of the Wind, is hiding. But before 
you can understand their language, you'll need a 
translator. Fortunately, there’s one hanging out in 
the graveyard in Melmond (perhaps he's studying 
ge on the tombstones). Go and show 
setta Stone and he'll be so thrilled he'll 
the entire Luftanian language in three 













you've mastered Luftanian, get in your 

p and fly to Luftania. At first sight, there isn't 
for you to splurge your hard-earned gil on. 
to the upper right of the town (off of what 
5 to be the end of civilization) 15 a small but 
magic shop that holds the two most 

ul spells in the game. 























Items 
lone (no shop) 


Weapons 
опе (no shop) 


Armor 
None (no shop) 








White Magic 
Full-Life - 40,000 


Black Magic 
Flare - 40,000 


Waterfall Cavern, the Mirage 
Tower, and the Wind Fiend 

To access the Mirage Tower and find Tiamat, the 
six-headed dragon and Wind Fiend, you'll need to 
acquire a chime to open the door to the tower. 
The chime can be found for free in Luftania in the 
lower-right section of the town. Once you have 
the key to the Mirage Tower, you can head over 
and battle your way to the top. But before you go, 
you'll need to grab the warp cube from the 
Waterfall Cavern, otherwise you won't be able to 
use the Mirage Tower as a stepping stone to the 
Flying Fortress. 





The Waterfall Cavern is located in the 
northeastern corner of the world, a short canoe 











22 E 











ride north of where you find the caravan. Inside Excalibur 

you'll find all sorts of defective robots. One of Be sure to pick up the adamantite from the Two thousand 
them will give you the warp cube before it self- second floor of the Flying Fortress. Once you have killed me. | am 
destructs. Then make your way to the Mirage it and have defeated Tiamat, return to Mount 

Tower. | Duergar and give it to Smyth, the smith. He'll 


create Excalibur, the second most powerful blade 
in the game, for your warrior/knight. 


You obtain adamantite. 





The Flying Fortress is straightforward, except for 
the fourth floor. The hallways are enchanted to 
keep out visitors by endlessly wrapping around if 


you walk in the same direction. Go down twice, Chaos 

then head either right or left twice. You'll find the Once your party is armed to the teeth, head back 
tile to take you to floor five. When you find what to the crumbling castle north of Cornelia, where 
appears to be a giant crystal ball, take a look you first fought Garland and rescued Sarah. Head 
through it. inside and examine the black sphere in the middle. 


You'll be transported 2,000 years into the past. 
Make your way through the Chaos Shrine for the 
final showdown with Garland. But before you do, 
be sure to head to the lower-right corner of the 
fourth floor of the basement to pick up 
Masamune, the most powerful weapon in the 
game. It can be given to any character, but is best 
in the hands of your warrior/knight. 


Garland is now known as Chaos, and has 20,000 
HP and the combined powers of all the fiends. To 
beat him, cast Haste and Temper on your physical 
attackers and use your white wizard to invoke 





Defeating Tiamat isn’t as hard as it looks. Just arm ulAll on every character. Once your entire party 
your party with Haste and Temper, and unleash has been enchanted with the appropriate spells, 
your most powerful attacks on him. If you feel unleash everything you have. Be sure to recast 


Haste if a character dies. This is the time to use 
Flare and Holy, so make sure your team has full 

P before you begin the final battle. Beating 
Chaos isn't too difficult; it's mainly just being able 
to whittle down his insanely high amount of HP 
while keeping your team alive. He'll hit you with all 
kinds of spells you've never seen before, like the 
devastating Tsunami. Good luck! 


lucky, you can even cast Break on him fo 
shot kill (provided it connects). Once yo 
wind crystal, there are only two things le 
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A classic hidden game from the original Final Fantasy 
was ported to the GBA along with the rest of this title. 
Once you are given the ship in Pravoka, board it, go to 
the world map, hold A, and press B 22 times. It's a fun 
minigame, and you'll earn items for beating it. Note that 
you can move entire rows of tiles at once, and not just 
single tiles. 
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These епс 
magic spel 


hanted items in Final Fantasy will cast 
5 when used in battle. To use them, 


simply pick them from the item list as you would 
with, say, a potion. To use an item that a party 
member has equipped (like a sword) press Up on 


the contro 


pad to enter the Equipment menu after 


you have selected Item in battle. Here’s what can 


be cast. 








Blink - De 
Blizzara - 
Confuse - 


Curaga - Rune Ax 


fender 
Black Robe, White Fang 
Wizard’s Staff, Braveheart 





Death - Deathbringer 


Diara - Lig 
Fira - Mag 


ht Ax 
e's Staff, Red Fang 


Flare - Judgement Staff, Ragnarok 
Haste - Hermes's Shoes 
Heal - Healing Staff, Healing Helm 


Healara - 


Rune Staff 


Holy - Lightbringer 


Invisara - 


White Robe 


Kill - Assassin Dagger 
Life - Sage's Staff 
አሀ[ልቨ - Light Curtain 
NulBlaze - Red Curtain 


NulDeath 


- Lunar Curtain 


NulFrost - White Curtain 


NulShock 
Protect - 


- Blue Curtain 
Murasame 


Saber - Giant's Gloves 


Scourge - 


Razor 


Silence - Mage Masher 
Slow - Spider's Silk 
- Thor's Hammer, Gauntlets, Blue Fang 


Thundara 
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he Legend of Zelda: The Minish Сар 

continues the series’ tradition of 

rewarding players who explore Hyrule 

with Pieces of Heart so that they have 
a better chance of making it through a dungeon 
or a boss fight alive. Players who go the extra 
mile in The Minish Cap will also be rewarded 
with a completely new Heart (instead of merely 
a Piece of Heart), but only at the very end of the 
game. 

There are 20 full Hearts in The Minish Cap. Link 
begins with three and earns one after finding each 
of the four elements. Defeating Mazaal in the 
Fortress of Wind earns you another one, a Minish 
gives you a whole Heart at the end of the game 
(though this is not part of the story), and 11 Hearts 
are split into quarters and hidden throughout the 
game world. Below is where each of these quarters 
can be found as Link progresses through his 
adventure. Note that while the early pieces can be 
found at any time during the game, the later Pieces 
of Heart will require specific items to acquire, which 
will become obvious as play progresses. 














Right after you see Elzo being harassed by the 
«two octoroks at the beginning of the game, 
head to the left to find this Piece of Heart. 


ሽ ር à — ~ 









In the northern section of Minish Woods, Link 
«will find a bridge that heads to the right. Walk 
to the end for another Piece of Heart. 


a LA ~~ = ج‎ 
Умм 3 

E | 3 
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Use the gust jar in the Deepwood Shrine to 
«remove the spiderwebs from the walls where 
you fight the madderpillar. You'll find a Piece of 
Heart in a room beyond one of them. 
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While still in Deepwood Shrine, use the blue 
«portal at the entrance to warp to a Piece of 
Heart on a ledge. 


vane 








Find this sign on Mount Crenel and plant a 
«bomb between the rocks to open another 
hidden cavern. 


Fuse kinstones with the Hurdy-Gurdy Man in 
«Hyrule Town to open an entrance in a tree by 
Link’s house. 


In the Cave of Flames, make your way to the 
«room that has the upside-down mining cart. 
Cross the lava pool on ailway, and then use a 
bomb to blow a hole in 
find this Piece of Heart. 


m 7 


There's a hidden cavern on Mount Степе to the 
«left of the two vortexes and at the top of a 
ladder. Blast it open with a bomb. 











After the cut-scene that shows Vaati releasing д 2 qos. ws iter Pune, 

shis goons on Link, go to the left and blow up à Penn | KINSTONFjEUSION 
the cracked blocks with a bomb. Take the ladder PN ; у J 
down, then use the stairs inside the cavern. 


pU: шал; 












1 After obtaining the Cane of Pacci, head to 
«Lon Lon Ranch. Go to the upper right corner 
UM 2 i ES 080 and use the cane to enchant a hole in the ground. 
Spring up and head to Veil Falls. You can also swim 
1. 0. In Hyrule Town, become a Minish and climb to His Piece of Heart once you have the flippers. 
this vine in the upper right-hand corner. 3 < њих. :- 
Sneak through the hidden entrance marked here 
between the rows of flowers to find a Piece of Heart 
hidden inside a building. 





| Also in the courtyard is a secret entrance 

«to Grimblade’s dojo that can be reached 
by cutting down bushes. Inside is another Piece 
of Heart. 





jd 
Es 
5 ጊ 1 Once you have the ability to fuse kinstones, 
«return to Hyrule Town and look for either ' 
ጫኝ the chick on top of Swiftblade’s dojo or Bindle, a 
brown-haired boy. Fusing with one or the other 
| Once you have the grip ring, return zc will cause the fountain in Hyrule Castle’s courtyard 
«Mount Степе! and climb this wall to to drain. 
Greyblade's dojo. Clone yourself once inside to find а 
Piece of Heart. 





T 5 During your trip to Syrup’s house in Minish 

«Woods for the magical mushroom, be sure 
to pick up this Piece of Heart, which you'll find to the 
southwest of his house. 
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1 Once you have the pegasus boots, return to 
«Lon Lon Ranch and dash into this tree in the 
cow pasture. Shrink to Minish size, then head to the 







| Fuse with Melari (the Minish swordsmith on 

«Mount Crenel) to cause a giant beanstalk to 
sprout and grow to the sky. Climb up it for another 
Piece of Heart. 


ug 
ГУЕ 








| Push this tombstone in Castor Wilds to 
«reveal another dojo and another Piece 
of Heart. 


1 Once you're in the Wind Ruins, turn into а 
«Minish while in the tree trunk along the 
northern path, then retrace your steps to this vine 
that's hidden at the bottom of the screen. Go down 
it. cross the next screen, and go down another vine. 





2 In the Fortress of Winds, reach this room 

«with a lever in it. Pull the lever to drop the 
key, then turn back into a Minish. Fall down the hole 
and head through the Minish passage on the right 
to find another Piece of Heart. 









2? Go to the Western Wood and fuse with the 

«Minish in the house shown below. Then go 
to this tree (it’s also indicated on the map) to find 
another Piece of Heart. 
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Simon's Simulations opens for business 
once you complete the third dungeon. 
Head inside, pay 10 rupees, and beat the first level 


2? Once you have the mole mitts, return to 7 
«Mount Crenel. Find а cave that needs to 

have its entrance cleared away and use the mitts to 

get inside. Claw your way around to find another for a Piece of Heart. 

Piece of Heart. ие Te + 






To Ll 





А This is perhaps опе of the hardest Pieces of 

«Heart in the game to acquire. To get it, you 
must complete all 10 levels of Anju's cucco- 
catching minigame. The 10th level сап be beaten 
without the flippers, so don’t waste your time on it 
until you have them. Once you do, swim across the 
river, grab the cucco, throw it across, swim back, 
grab the cucco again, and race to the pen. 





2 Find this house in the Eastern Hill: 
«with the Minish inside. A giant beans 
will appear that you can climb to find anoth 

















ሀከ, 





ጋ Once you have the flippers, go to this 
«house at Lake Hylia and dive into the pond 
to the left. 


2 There's another Piece of Heart at Lake Hylia 
«near the bottom. It's to the left of Надап 
cottage. Swim to the stairs and climb up to get it. 





ጋ Go to Waveblade's dojo in Lake Hylia to find 
„another Piece of Heart. 
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2? Return to Minish Woods with the flippers 
„апа use the tree trunk by the left entrance 
of Minish Village to shrink. Swim through the water 
to this series of caverns and go through the one on 
the left. Make your way through the cavern. 









3 Ram this tree in South Hyru d using the 
«pegasus boots, shrink to Mi ከ 
jump in the river. Swim to the right to find 


where you'll find another Piece of Heart. 








rrr 
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Head across the screen to the right, then swim 
through the body of water and into the tiny cave. 
26622 = ppe sma 








3 Swim to this Piece of Heart at the entrance 
«to Veil Falls (just jump into the water). 


| 





መ= 
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ጋ There's a cave beyond a body of water in 
«the upper right of Castor Wilds. Swim to it, 
push the blocks aside, and claim your Piece of Heart. 


3 Push this tombstone in the Royal Valley 
«graveyard. Clone Link once inside and push 
the blocks away to find another Piece of Heart. 


3 Fuse with this boy in Hyrule Town to make a 
lily pad appear in Castor Wilds. Travel to 

where it appeared, use the tree trunk to shrink, then 

walk through the log and head onto the lily pad. 











2. 







the mole mitts to clear the entrance to this cavern. 3 
Take the upper-left passage and then head downto Куун TT 
appear by this Piece of Heart. 







AL. Lk. 


3 Fuse kinstones with this man in the house in 
«the clouds to open a door in the Veil Falls. 





3 Once youre in the Palace of Winds and have 
«reached this room on the fourth floor, push 

a block into the hole and fall in after it. Then use 

Roc’s cape and continue on to the Piece of Heart. 


питра наа е ^ 


3 Swim to this vine at Lake Hylia, climb up it, 
„апа fuse with the Minish inside. A giant 
beanstalk will appear that will lead you to this Piece 

of Heart. 





AQ Return to the Minish Cavern in Hyrule 
«Town where the power bracelets lie and 
use Rocs cape to jump across the water. 
Remember that to get to this cavern, you need to 
start in the professor's house, leave through the 
fireplace, head right, dodge the cats outside, then 
climb down the vine. 





3 Equip Кос cape and jump in L 
-land on the small platform that 
Piece of Heart. 


ШУАР РАР 1 





3 From the same platform where you got 
«Piece of Heart No. 36, jump upward and use 
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After the Four Sword has been re-created, 








4 Бо to Minish Woods and swim to this house 
to the right of the abbey in the Minish Village. Fuse 
with the Minish inside to make this platform appear 
in Veil Falls. Swim over, equip the mole mitts, and dig 
through the cavern to find the Piece of Heart. Note 
that this may require multiple fusions. 





Bonus Full Heart Container 

Once the Four Sword has been reforged, return to 
the hut where you performed the fusion to acquire 
Piece of Heart No. 43. Fuse again with the Minish 
inside (this may require multiple efforts), return to 
the Wind Crest at Lake Hylia, become a Minish, and 
fall into the crack that is now beside it. Make your 
way through the cavern with the mole mitts and 
come out the other side. Go into this Minish house 
and talk to the owner for a full Heart container. 


4 Once you have Roc’s cape, jump up and 
shit your head on the town bell for a Piece 
of Heart. 





4 Once the Four Sword has been reforged, 

«head to the school, use the vase inside to 
become a Minish, then head to the playground 
outside and travel up the Minish trail. Clone Link and 
push the block away. 






— } 4 Collect all 136 figurines from the machine 
SEES — 5 = «under the tree in the lower left of Hyrule 
ም ውረ: bomi ~ Town (on the left side of the river), then give them 
ገ to this man. He'll unlock the door to his house, 
where you can collect the final Piece of Heart. 
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october 14-16, а 
jacob javits center, nyc 
www.digitallife.com 
Get in оп the hottes of 2005. 

Secure your spot at DigitalLife 2005 in New York — the 3-day consumer event 
bringing together the latest іп digital technology for home, work апа play. 


Promote new product launches, build brand loyalty, and let 35,000 consumers 
test drive your products just in time to boost holiday sales... 


For sponsorship opportunities and information on how to participate call 
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6-761-7303 or visit www.digitallife.com 
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